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APPENDIX, which he has done accordingly. 

It is neceſſary to premiſe, that thoſe, who 

intend to read this Treatiſe, are deſſred to 

peruſe the following calculations oY 
need only charge their Memories with 
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whole Reaſoning of this Treatiſe . 
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tainty, how to Play well any Hand or Gume, 


by owing the | Chances - of your Partner 
— having ls 25 or 3 cer{0n Cards. X, e 
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" That he bas it wot is . B. Soph! wh + 
II. I would know what is the Chance of bis : 
having, nn Cards? 18 
Mie, hg 


That he has one of them only, is. 31 to 26 
That he has not both, of them, © 17 2 
But that he bas one or both is) _ » 
about 5 to 4, or N. B. 233 
III. I would alſo know, what are the Chan- 
ces of his baruen 3 certain Cards? 
e r 
That he holds one of them on FT 
- 38.325 for him, to 378 wal 6s to 1 
him, or about . 
E be has not 2 of them unt? 41 
i 156 for him, to 547 wi ; "a 
bim, or about 8 
That he has not all 3 of them, is) 
22 for him, to 681 againſt ha, | e. 
or about 
But that he has 1 or 2 of them, is : 
41 for him, to 222 „ 13 0 | 
bim, or about "yy 
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An Explanation and Application of the Calcula- 
tions neceſſary-to be underfioo mar who '\ . 


are to read-this Treati iſe, Is 
Firft CALCULA TION. 3 


| te 2 to f that my Partner has not one 


certain Carxd. " oy 


To apply this Caleulation, let us ſu; moſs 


| the right-hand Adverſary leads a Suit, of ick 
you have the King, and one ſmall Card only, 


ow may obſerve that it is 2 to 1 by putting 
on your King, that the ler hand W 
cannot win it. | 


Again, let us ſuppoſe that you havs the 


| King, and three ſmall Cards of any Suit; likes. 


wiſe 'the Queen, and three ſmall Cards of any 
Suit, I would know which is the beſt Suit to 
lead from. Anſwer, from the King, becauſe _ 
it is 2 to t that the Ace does not ly behind 
you; but it is 5 to 4 that the Ace or King of 
any Suit, lies behind you, and confequently, 
by leading from your 8 27 you PAY to 
a Ig . \ 


4 : — 
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24 Catcotarion: It is 5 to q at lat 

that your Partner has't Card out of any two 
certain Cards; the like Odds is in favour of 
your right-hand and left-hand Adverſaries: 
therefore, Tuppoſe you have 2 Honours in any - 
Suit and knowing it 2 to 4 that * 1 ; 


4 
holds one of the hes 2 Honours, you do, by 
e 5 — of Certainty. 


Fe 


Abt Tz ame on 


is Knowledge, play your Game to a greater 


Again, let us ſuppoſe, that you have the 
Queen and 1 ſmall Card in any Suit only, and 
that your right-hand Adverſary leads that Suit, 


if you put on your Queen, it is 5 to 4 that 
Jour let hand Adverſary can win it, and there= 


ore you play g. to 4 to your Diſadvantage. 


1 3d CALCULATION. Lt. is «to 2 that your - 
Partner has 1 Card out of any 3 certain Cards. 
| Therefore, ſuppoſe you have the Knave and 


1 ſmall. Card dealt you, and that your: right- 
hand Adverſary leads from that Suit, if you 


x 2 Knave, it is 5: to 2 that your left- 


and Adverſary has either Ace, King, or 
Queen of the Suit led, and therefore you play 
5 to 2 againſt yourſelf; beſides, there is a fur- 


ther Conſideration, by making a Diſcovery. to 


your right-hand Adverſary, he fineſſes upon. 
Jour Partner throughout that whole 1 


; And in order to explain the Neceſſity there 


is, of putting the: loweſt of Sequences in all 


the Suits led, let us ſuppoſe that your Adver- 

fary led a Suit, of which you bave King, 

Queen, and Knave, or Queen, Knave, and 

Ten; by putting on your Knave of the Suit of 

which jou bave King, Queen, and Knave, 

1 ot E 2 it 
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[ it gives your Partner an Opportunity of cal» 
* culating the Odds for and againſt him in that - 
Suit, and alſo in all inferior Suits of which : 
* you have Sequences. ö a." 
d A farther uſe td be made of the foregoing - 
5 Calculation. Let us ſuppoſe, that you have the 
t Ace, King, and 2 ſmall Trumps, with a Quint- 
* Majors or 5 other winning Cards in your 
| Hand in any Suit, and that you have played 
Trumps two Rounds, and that each Perſon 

* followed Trumps; in this Caſe, there are 8 
e. Trumps out, and 2 Trumps remaining in your 

} Hand, which make 10, and 3 Trumps which 
d are divided between the remaining 3 Players, 
- of which 3 Trumps the Odds is 5 to 2 in your 
u Favour that your Partner bas 1; and therefore 
- out of 7 Cards in your Hand, you are entitled 
r to win 5 Tricks. Kr =o] 2 
= al 
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a With the Deal. g 
$ to 4 [ — — is 6 to 5 
8 44 — — 0 
7 4 — — — 2 1 
N nr—nds]; >  — 2 1$#:+ 4-008 
9 4 is about —— — 5 2 


6 to 5 — — is 5 to 4: 
7 5 W 3 e 
ʒ!:::; 1 
9 5 is about —— — 2 1 
„ 1 — 
- With the Deal. 
8 | 6 — —— ; — — $254 \ h 3 
9 Gigabout —— — 7 4 
WEE 13 hp 
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£ to 9, upon the beſt Computation made at 
eſent, is about 3 and a half in the Hundred, 
in favour of 8 with the Deal; againſt the 
mw the Odds is ſtill, though ſmall, in favour 


Some GENERAL RvuLts 10 be obſerved by 

_ 7 N | ITED 
WHEN you lead, begin with the beſt 
Suit in your Hand; if you have a Se- 
10 _ of King, Queen, and Knave, or Queen 
nave, and Ten, they are ſure Leads, and 
never fail gaining the Tenace to yourſelf or 
ll | Partner in other Suits; and begin with the 

* © higheſt of the Sequence, unleſs you have 5, in 
J number: In that Caſe play the loweſt, (except 
in Trumps, when you muſt always play _ 
1 © higheſt) in order to get the Ace or King out 
5 of pour Partner's or Adverſary's Hand, by 
[1 which Means you make room for your Suit. 


4 


9 
* 


If you have 5 of the ſmalleſt Trumps, and 
1 g not one good Card in the other Suits, trump 
1 out; which will have this good Conſequence 
iti at leaſt, to make your Partner the laſt Player, 

1 and by that Means — him the Tenace. 
- How have 2 ſmall Trumps only, with Ace 
| and King of two other Suits, and a Deficiency 
_ of the Burch Suit, make as many Tricks as 


- 


= 


0 * 
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„ you can immediately! and if your Partner re- 
„ fuſes either of your Suits, do not force him, 
e ane that may weaken his Game too much. 
Ir. IV. 


You nen- ſaldons return; your Partner's 3 
Lead, if you have good Suits of your own to 
by play, unlels it be to endeavour to ſave or win a 
| Game: What is meant by good Suits, is, in 
caſe. you ſhall have Sequences of King, Queen, 


ſt. and Lane, or n Knave, and Ten. | 
5 
1 If you have each 5. Tricks, and you are AG 
d fured of getting 2 'Tricks in your en Hand, 
r do not fail winning them, in expectat ion of 
e ſcoring 2 that Deal; becauſe it you loſe the 
n odd Frick, it a 2 Difference, and . 
ot play 2 to 1 againſt yourſelf. | 
ca An enten to the ne Rule is, 
Y; when you ſee a Probability either of faving 
= your Lurch or winning the Game, in either of 
| W Cales: you are toy riſk the odd ue 
2 \ Wh dere a Probabil; of 
| | en: you have a ability of winnin 
4 Dr always riſk a Prick or two, ng | 
75 _=_ the Share of * Stake, which your Ad- 
verſary has by a new Deal, will amount "a 
more than the Point. or. two- which RE riſk Fo 
” that Deal. : 
a4 The being Caſe * to Chap. VI. Caſe: 
U. 


W : 
» 47 55 | By vu. 
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A 
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II your Adverſary is 6 or ) Love, and you 
are to lead, your Buſineſs in that Cafe is to 


riſk a Trick or two, in hopes of putting your , 


Game upon an Equality; therefore, admit- 
ting you have the Queen or Knave, and one 


other Trump, and no good Cards in other 


Suits, ey out your Queen or Knave of 

umps; by which Means you will ſtrength- 
en · your Partner's Game, if he is ſtrong in 
Trumps; if he is weak, you do him no In- 


+ Kiemwüung ate: 4) 
If you are four of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half of 
the Stake which you play for; and; in order 


to win the odd Trick, though you are pretty 


ſtrong in Trumps, be cautious how you trump 


| © out. What is meant by Strength in Trumps, - 


is, in caſe. you ſhould have one Honour and 3 
Frumps. * E 32 * 70 5 4 ; 
FFF 
If you are 9 of the Game, and thou 
ſtrong in Trumps, if you obſerve your 


gh very 
artner 


to have a Chance of trumping any of your 
© Adverſary's Suits ;; in that Caſe do not trump 
out, but give him an Opportunity of trumþing 
_ thoſe Suits, If your Game is ſcored 1, 2, or 

23, you mult play the Reverſe; and alſo at 5, 


6, or 7; becauſe, in theſe two laſt recited 
Caſes, you play for more than 1 Point. 
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If you are laſt Player, and ſind that the third 
Hand cannot put on a good Card to his Part- 
ner's lead, admitting you have no good Game 
of your own to play, return the Lead upon the 
Adverſary ; which gives your Partner the 
Tenace in that Suit, and often obliges the 
Adverſary to change Suits, and conſequently 
gains the Tenace in _ new Suit alſo. 

If you have Ace, King, and four ſmall 
Trumps, begin with a ſmall: one; becauſe it. 
is an equal Wager that your Partner has a 
better Trump than the laſt player ; if ſo, you 
have three Rounds of Trumps ; if not, you 
cannot fetch out all the Trumps. | | 

TEVS POET OY, HAIG XII. Pi WES 

If you have Ace, King, Knave, and three 
ſmall Trumps, begin with the King, and then 
play the Ace, (except one of the Adyerſaries 
' refuſes Trumps) becauſe the Odds is in your 
| Favour that the Queen falls. FT Se Mes” 

* 187 XIII. 1 6 N 

If you have King, Queen, and four ſmall. 
Trumps, begin with a ſmall one, becauſe the 

Odds is on your Side that your Partner has an 


8 SOR 7 XIV. | UW = 

If you have King, Queen, Ten, and three 
ſmall Trumps, begin with the King, becauſe. 
you have a fair Chance that the Knave falls 
in the ſecond Round, or you may 13 


2 


nn TAG Try Crank wm 


Kineſs your Ten upon the Return of Trumps 
from your Partner. 
* 9 to Nr VII. Caſe 1, 2, 3. 

17 you bes Queen, * and four ſmall 
2 begin with a ſmall one, becauſe the 
Odds is in your favour that your Partner * 
an ebe. | | 

XVI. 


If you bee 1 *Knave, Nine, and three 
{mall Trumps, begin with the Queen, becauſe 
you have a fair Chance that the Ten falls in 
the ſecond Round; or you may ww to en 
the Nine. Chap 8 5 p | 

© Refers to a 15 57 > 9 
2 XVII. 3 as + 

If you have Knave, Ten, and "0 ſmall 

„begin with a ſmall one, — the: Ren- 
ö eee Nel #67 * 1 
| l I * 

If 50h have Knave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in order 
to prevent the Nine from making a Trick, 
and the Odds is in your favour that ehe —_ 
| Hondbrs fall i in two Rounds. 1960 | 

$9574.53; 54 F 

- If you, dire ſix Trumps of nn 
mination, you are to begin with the loweſt, 
unlels you fhould have Ten, Nine, and Eight, 
4 vand an Honour turns up againſt you; in that 
2 if you arc WO Fe the: iner, 


9 | 


» 
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begin with the Ten, which objiges es the Adyer- 
fary to play his Honour to his Diſadvantage, 
or leave it in your Partner's Wann whether 
he will paſs it or not. 
XX. | 41 
If you have Ace, King, and three dall 
Trum „begin with a ſma I one, for the Ren- 
ſons afflgned in No. 18 N 
XXI. 5 
If you have Ace, King, and Rusve, and 
two ſmall Trumps, begin with the King, 
which, next to a moral Certainty, informs 
your Partner that you have Ace ane Knave 
remaining; and, by putting the Lead into your 
Partner's Hand, he plays you a Trump, upon 
* which you are to fineſs the.Knave, and no ill 
Conſequence can attend ſuch Play, Werle the 
Queen lies behind you ſingle. 
Refers to Chap. VII. Caſe t, 2, 3. 
XXII. WS 
If you have King, Queen, and * all 7 
Trumps, begin — 2 mall one, for the aſ- 
ſigned Reaſons in _ 1 3 1 ineL.IN 
If you bave King, Queen, Ten, and two 
ſmall Trumps, begin with the Eng, for the | 
Reaſons aſſigned in No. 21. e 
XXIV. 


, 4 


BITES 


If you have Queen, Knave, and three ſmall 
Trumps, begin with a ſmall one, for the Reas Ip 


ſons -qnathads in No. 1 * 
0 XXV. 


f 


= 4 fort TEA T1688 on | 


ie © „XXV. war | 
If vou have Queen, Knave; Nine, and twe 
hh Trumps, begin with the ene for 1 | 

Reaſons aſſigned in No. 16. 1 

XVXVI. ö 

1. vou have Knave, Ten, and three, ſmall 

15 m begin with a ſmall aten for the Rea- 
ns allgned in No. 1 | 
XXVn. 

If vou, have Re Ten, Eight, and two. 
ſmall rumps, begin with the Knave, becauſe 
in two Rounds of Trumps it is Odds but that 
the Nine falls; or, upon the return of Tru 
20 b Partner, ou may fineſs the Eight. 

XVIII. 


It. you bare five Trumps of a lower Deno- 
mination, it is the beſt Play to begin with the 
' loweſt, unleſs - La have a Sequence of Ten, 
Nine, and Eight; in that Caſe, vega with 
the higheſt of the Sequence. 

WIT © < + POO tt 
ut; vou have Acc, King, and two ſmall 
| Trumps, begin with a ſm "one, for the Rea- 
ſons 110088 in No. 1 Jos | 


1 2 you have Ace, Kiog, Knave, and one 
-ſmall ns. begin with the King, for the 
- Reaſons aſſigned i in No. 21. - | 

Fine * XXXI. tr 2; 

A you. Hare King, Queen, and two ſmall 
| "Trumps, begin "on a {mall one, for the Rea- 


ned in No, 1 
- 5. XXX 


N 5 3 


| the GAME of WHIST. 15 


XXXII. 
16 you have King, Queen, Ten, * one 
ſmall Trump, begin with the King, and wait 
for the return of Trumps from your Partner, 
when you are to fineſs your Ten, in order to - 
win the Knave. 7 
XXXIII. 1 
11 you bare Queen, Knave, Nine, and one 
ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Triek. 
— XXXIV. 
11 you have Knave, Ten, and two ſmall 
Trumps, begin with a ſmall one, * —— Rer. 
ſons * in No. i. 
I XXV. 
If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in order 
to dee the Nine from making a dyegrt IN 
- "XXXVL. 1 35 
If you have Ten, Nine, Eight, and. one 
ſmall Trump, begin with the Ten, Which 
leaves it in your Partner's Dilzpation, wherher, 
he will paſs it or not. B 
XX XVII. 
If you have Ten and three 1 Taupo, 
begin vith a mall one. 


5 2 


. 


CHAP. II. uy 
- Some „ PaaTICULAN RvLEs 10 b eee 


| 145 

1. you hive Ace, King, and four ſmall 
Trumps, with a good Suit, you muſt play 
three Rounds of Trumps, otherwiſe you may 
have your ſtrong Suit An d 


1 you have Kings on en, and Four ſmall 
Trymps, with a good Suit, trump out with 
the King, becauſe when you have the Lead 
again, you will have _ rounds of Des, 

48 
- 6s you have King, Queen, 'Ten, and chree 
ſmall Trumps, with a good Suit, trump out 
with the King, in expeQation of the Knave's 
falling at the ſecond Round; and do not wait 
to fineſs the Ten, for fear your ſtrong Suit 
ſhould be trumped. 
2 Iv. | 
If you have Queen, 3 and theee ſmall 
Trumps; with a _ _ trump out with 
a ſmall one. 

V. 


If you have Queen, Knave, Nine, and two 
ſmall Trumps, with a good Suit, trump out 
with the Queen, in expectation of the Ten's 

falling at the ſecond Round; and do not wait 
to fineſs the Nine, — trump out a ſecon 
Time © ; 


— 


* 


r 


a 
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Time, for the Reaſons afſigned i in Caſe, II. in 


ns ner "_ | 
17 you bave Knave, Ten, and thice melt 

Trumps, with a good Suit, m__ out with LY 

ſmall one. | 700 F os TS 


If you have te Ten, Eight, "ry two 
ſmall Trumps, with. a good Suit, Trump out 
with the Knave, in ExpeCtation of the ines 
Rex, at the ſecond Round. 18 

It you have Ten, Nine, Eight, an, one 
ſmall Trump, with a good Sure, trump out 
with the Ten. 58 

O H A v. III. n 
Fa rtese in unn and the Manner ns 


- which they are to be Pla yed, after a Learner 
bar made ſome Progreſs i in the Game. ed oF 


1 you are elder Hand, and that 
your Game conſiſts of King, Queen, and 
Khires of one Suit; Ace, King, Queen, and 
two ſmall Cards of another Suit; King, and 
Trim of the third Suit, and three imall 
rumps: Query, How is this hand to be 
played 2 You are to begin with the Ace of 
your beſt Suit, (or a Trump), which informs 
your Partner that you have the command: of 
that Suit ; but you are not to proceed with the 
A of the ſame Suit, but you mult play a 


A Trump 


. Pl 


4x : ' 
- — 
Les 


— 
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Trump next; and if. you find your Partner 
has no Strength to ſupport you in Trumps, 
and that your Adverſary plays to your weak - 
buit; viz, the King and Queen only, in that 
Caſe; play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a Proba · 
bility of either your Adverſaries being likely to- 
trump that Suit, proceed the and play the 
King of the Suit of which you have King, 
Queen, and Knave. If it ſhould ſo happen, 
that your Adverſaries do not play to your 
weakeſt Suit, in that Caſe, though apparently 
} r Partner can give you no Aſſiſtance in: 
Trumps, purſue your Scheme of trumping out 


Pond 


as often as the Lead comes into your Hand: 
- By which means, ſuppoſing your Partner to. 
bi have but two Trumps, and that your Adver- 
_ ſaries have four each, by three Rounds of 
al ph cum , there. remain. only two. Trumps as. 
gainſt ou. 2 
, | . 15 18 II. 
he. Bide, Hand: 


- ,_ . Suppoſe; you have Ace, King, Queen, and 

. one fal 8 with a ig the 

King of five in another Suit, with four other- 
Cards of no Value. Begin with the Queen of 

Trumps, and purſue the Lead with the Ace, 

bo „ e to your Partner that you- 

have the King: And as it would be bad Play 

0 purſue Trumps the third Round, till you 
18 have firſt ained the Command of your great 

78 Suit, by , a thus, it likewiſe informs 


your. .” 


7955 
39 


- 
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our Partner that you have the King and one 
ramp only- remaining; becauſe, if you had 
Ace, King, Queen, and two Trumps more, 
and Trumps went round twice, you could re- 
eeive no damage by. playing the King the 
third Round. When you lead your Sequence, 4 
begin with the loweſt, becauſe if your Partner 
bas the Ace, he plays it, which makes Room 
for your Suit. And ſince you have let your 
Partner into the State of your Game, as ſoon 
as he has the lead, if he has a Trump or two 
remaining, he will B to you, with  _ 
a moral Certainty that your King elears your 
Adverſaries Hands of all their Trumps. 
a Second Player. "51: 
Suppoſe you have Ace, King, and two ſmalf - 
Trumps, with a Quint-Major of another Suit, 
in the third Suit you have three ſmall Cards, 
and in the fourth Suit one. Your Adverſary 
on your Right-Hand begins with playing the 
Ace of your weak Suit, and then proceeds to 
play the King: In that Caſe do not trump it, 
ut throw away a loſing Card, and if b pro- 


ceeds to play the Queen, throw away another 
lofing Card; and do the like the fourth Tyme ;. 
in Hopes your Partner may Trump it, who - 
will in that Caſe play a Trump, or will play 
to your ſtrong Suit. If Trumps are played, 

go on with them two Rounds, and then pro- 
eeed to play your ſtrong Suit; by which 9 5 


” 


* 


* 
% 
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if there happen to be four Trumps in one of 
your Adverſaries Hands, and two in the other, 
which is nearly the Cafe, your Partner being 
entitled to have three Trumps out of the nine, 
conſequently there remain only fix Trumps 
between the Adverſaries; your ſtrong Suit 
forces their beſt Trumps, and you have a Pro- 
bability of making the odd Trick in your own 
Hand only; whereas if you had trumped one 
of your Adverſaries beſt: Cards, you had fo 

weakened your Hand, as probably not to make 
' more than hve ; Tricks without your nete 


Help. 
Su opoſe you Ane ec en, and "th 
3 


small Trum $3 Ace, Queen, Ten, and Nine 
of another Suit; nee da two ſmall Cards of each 
of the other Suits: Your Partner leads to your 
Ace, Queen, Ten, and Nine; and as this 
Same requires rather to deceive your Adver- 
faries, than to infor your Partner, put up 
the Nine, which natupally leads the Adverſary 
to play Trumps, he wins that Card. As 
ſoon as Trumps are played to you, return them 
upon your Adverſary, keeping the Command 
in your own Hand. If your Adverſary who 
Jed Trumps to you, puts up a Trump which 
your Partner cannot win, if he has no good 
Suit of his own to play, he will return your 
_ Partner's Lead, imagining that Suit lies be- 
tween his partner and yours: if this Fineſs of 


; yours i OO: * will be a great 
| Gainer 


N 


| by moderate Players. 
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Gainer by it, but ſcarcely poſſible to be a 
Loſer. . » N 1 1 5 1 


3 
Suppoſe you have Ace, King, and three 


mall Trumps, with. a Quart from a King, 


and two ſmall Cards of another Suit, and one 


mall Card to each of the other Suits: Your 


Adverſary leads a Suit of which your Partner 
has a Quart-Major ; your Partner puts up the: ' 
Knave, and then proceeds to play the Ace: 
You refuſe to that Suit, by playing your looſe 
Card; when your Partner plays. the King, 
your right-hand Adverſary Trumps it, ſuppoſe 

ith the Knave or Ten, do not over-Trump 
him, which may probably loſe you two or 
three Tricks by weakening of your Hand : But 
if he leads to the Suit of which you have 
none, trump it, and then play the loweſt of 


jour Sequence, in order to get the Ace either 


out of your Partner's or Adverſaries Hand; 
which accompliſhed, as ſoon as you get the 
Lead, play two Rounds of Trumps, and then 
proceed to play your ſtrong Suit. Inſtead of 

our Adverſary's playing to your weak Suit, 
if he ſhould play Trumps, do you go on with 
them two Rounds, and then proceed to get the 
Command of your ſtrong Suit. But you will 
{ſeldom find this laſt method. praQtiſed, except 


CHAP. 


v 


j 
'!l 
i 


i 
| 
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fin 1 © HO DANP! IV. 
Games to be played, with certain Obſervations 


. +5 whereby you are afſured that your Partner has 


no more \of 160 (Played mover bs yourſelf 


| e him. 
3966 & B Be * 
QUPPOSE you lead from Queen, Ten, 
>. Nine, and two ſmall Cards of any Suit; 
the ſecond Hand puts on the Knave, your 
Partner plays the Eight; in this caſe, you 
having Queen, Ten, and Nine, it is a Demon= 
tration, if he plays well, that he can have no 


— 


more of that Suit. Therefore, by that Diſco- 


very, you may play your Game accordingly 
4 foreing him to trump that Suit, if 


_ "either 
155 are 1 05 in Trumps, or by playing ſome 


| 1. Second Example. | 
.” Suppoſe you have King, Queen, and Ten 
of a Suit, and you lead your King, your Part- 


ner plays the Knave, this demonſ ates he has 


no more of that Suit. 
| III. Wird Example, which varies from A 


[ rhe two former. 
-./ Suppoſe you have King, Queen, and many 
more of a Suit, and you begin with the King, 


in ſome Caſes it is good Play in a Partner, 


when he has the Ace and one fmall Card 
in that Suit only, to win his Partner's King 

ith his Ace; for ſuppoſe he is very ſtrong in 
Trumps, by waking his Fartner! s King * 


the Ace, he trumps out, hs after he has 
oleared the Board of Trumps, he returns his 
Partner's Lead; and having parted with the 
Ace of that Suit, he has made room for his 
Partner to make that whole Suit, which poſſi- 
bly could not have been done if he had bert 
the Command in his Hand. 
And ſuppoſing bis Partner has no other good 
Card in his Hand | beſides that Suit, he loſes 
nothing by the Ace's taking of his King; but 
- if it ſhould ſo happen that he bas a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Suit by this method of 
Play: And as your Partner has taken your King 
with the Ace, and Trumps out upon it, you 
have Reaſon to judge he has one of that Suit to 
return you; therefore do not throw away any 
of that Spins” even to keep a Sing or Queen 


m_—_— 
T CHAP. v. 


: Particular Games both to MM eds to decerve 


and diftreſs your Adverſaries, and to demon- 
© dry your Game to your Parner. was 


I. Firft Exirinple, | 
QUPPOSE I play the Ace of a Suit of 
which I have Ace, King, and three ſmall 
ones; the laſt Player does not chuſe to trump 
it, havin none of the Suit; if I am not ſtrong 
enough in Trumps, 1 muſt not. play out the | 
King, but keep the Command of that Suit in 
my Hand by playing of a ſmall one, which T 
muſt do 1 in order to weaken his Game, 


% 


— 
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II - Second Enample. 

If a Suit is led, of which 1 have none, and 
1 moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Ad- 
verſary, I throw away my ſtrong Suit; but to 
- clear up _— to my Partner, when he has 
the Lead, I throw away my weak Suit. This 
Method of Play will generally ſucceed, unleſs 
you play with very godd Players, and even 
with them you will aer gain tin loſe by 

| _ nete of vin ap 


Abende e 10 be layed, by. which | 
— 4 the "Riſk of ae to gain 
Three. 

2 W L. Firft Example. | 

Surrosr Clubs to be Trumps, a Heart * 
= is played by your Adyerſary ; your Partner 

having none of that Suit, throws awa N 

Spade; you are then to judge bis han 

compoſed of Trumps and Diamonds; and p. 

poſe you win that Trick, and being too weak 

in Trumps, you dare not force him; and 

_ ſuppoſe you ſhall have King, Knave; and one 

ſmall Diamond; and further, - ſuppoſe your 

Partner to have Queen and five Diamonds; in 

that Caſe, by throwing out your King in your 

firſt Lead, and your Knave in your ſecond, 
your Partner and yoy may won five Tricks in 
that Suit; whereagif you had led a ſmall Dia- 
mond, and your Partner's Queen having been 
von with the Ace, the King and Knave te- 

maining 


\ 
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maining in your Hand, obſtruQs his Suit: 
And though he may have the long Trump; 
et by playing a ſmall Diamond, and his long 
A having been forced out of his Hand, 
you loſe by Ws TER n __ an enen, in 
that Deal. 
| Suppoſe, in * like Caſe of the . 
© ſhould have Queen, Ten, and one ſmall Card 
in your Partner's ſtrong Suit; which is to be 
diſcovered by the former Example; and ſuppoſe 
your Partner to have Knave, and five ſmall 
Cards in his ſtrong Suit; you having the Lead, 
are to play your Queen, and when you play 
again you are to play your Ten; and ſuppoſe 
him to have the long Trump, by this Me- 
thod he makes four Tricks in that Suit; but 
ſhould. you play a ſmall one in that Suit, his 
Knave being gone, and the Queen remaining 
in your Hand, in the ſecond: Round of playing 
that Suit, and the long Trump being forced 
out of his Hand, the Queen remaining in 
your Hand, obſtructs the Suit, by which Me. 
Dea of Play out loſe three Tricks in that 
al. Ne | | 
IH. Third 3 COTE 
«8 the 415 Examples you have been (ac 
2 4o have had the Lead, and by — 
s have had an Opportunity of throwing. 
out the beſt Cards in your Hand of 2 Lage 
ner's. ſtrong Suit, in order to make | 
the whole Suit: we will now ſuppoſe 
Partner 3 is to lead, 5 che Coutle of 75 
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it appears to you that your Partner bas one 
great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, Ten, Nine, 
nnd a very ſmall one of that Suit; when your 


Partner plays the Ace, you are to play the 
2 when he the King, you are to 
y the Ten; 2 which Means, you ſee, in 
2 third Round, you make your (een, and 
having a ſmall one remaining, you do not ob- 
ſtruct your | Partner's great Suit; whereas if 
u had kept your Queen and Ten, and the 
— have fallen from the Adverſaries, you 
had lot two Tricks 1 in that Deal. 
* $65.4 
Ar tg IV. Fourth Example. | 
vSuppbſe in the Courſe of Play, as in the 
Sarmer Caſe, you find your Partner to have 
one great Suit, and that you have King, Ten, 
and a ſmall one of that Suit z your Partner 
leads the Ace, in that Caſe play your Ten, 
and in the ſecond your King: this Method is 
to prevent a poſhbility o 9 your 
Partner's w_ Suit. „ 
TT [ | EC: 73 
. V. Fifth Enample, ”" 
E your Partner has Ace, King, and 
Poe: ſmall Cards in his great Suit, and that 
you” have. Queen, Ten, and a ſmall Card in 
that Suit; when he plays his Ace, do you play 
E Ten, and when he plays his King, do 


*. 


you only riſk-one T 1 to get four. 
{9493 S 24 527 VL 
08 — ' 4 mo 


; 1 = your Queen; by which Method of 
N 


r 


k 4a. 44 w__ ganz jd ” | ME. ated 


7-0 


DR VI. Sixth Emtnegly: | 
We will now ſuppoſe yott to have five Cards 
of your Partner's: ſtrong Suit, viz. Queen, 


Ten, Nine, Eight, and a ſmall one; and that 


your Partner has Ace, King, and four. ſmall 
ones; when your Partner plays the Ace, do 
yon play your Eight; when he plays the King, 
do you play your Nine; and in the third 
Round, no body having any of that Suit, ex- 
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cept your Partner and you, proceed then ta 


play the Queen, and then the Ten; and ha- 
ving a ſmali one remaining, and your Partner 
two, you thereby gain a Trick, which you 


= 


could not have done but by playing the high 


Cards, and by Wen a ſmall one to e to 
your: e | 


cc H A P. VII. | n 
Paritlcules Games 1 be played hol your 44 
vera 7 turns up an Honour on — Rights 


3 * 
f 5 


Hand, with Directions how to play when an 
Henour i is turned up on your Eh Hi. | 
I. Fir Example | 


QUPPOSE the Knave is turned up on your 
Right-Hand, and that you - cha ing, 


| Queen, "we Ten; in order to win th Kaare, 
begin to play with your King; by which Me- 


thod of Play, your Partner may ſuppoſe you 


to have Queen and Ten remaining, eſpecially | 


if you bave a ſecond Lead, and that you * 
not A to play VT een. 


A 
. 
. 


4 
a Aſore Tunurret „ 


[4 II. Second Example. | 

The Knave being turned up as before, and 
5 1 have Ace, Queen, and Ten, by 
Parole of your Queen, it anſwers the Uſe 
erung, el the former Rule. Ran 
III. Third ramp. a 

11 . Queeh is turned up on your Right- 
Hand and that you have Ace, King, and 
— by playing your King, it anſwers' the 
like 391%, vers of the former Rule. 
2d bat IV. Fourth Example. oo 
1Saphioſe an Honour is turned up on your 
Left-Hand, and ſuppoſe you ſhould bol no 
Honour, in that Caſe you re to play Trump 
through that Honour; but in caſe you ſhoule 
hold an Honour (except the Ace), you muſt 
be cautious how you play Trumps, becauſe, 
in caſe your Partner holds no Honour, your 
E play your ee 
Rs 0 H A P. — THIES + 
4 Cary” to demonſtrate the Donger 7 vet 


170 Partner. 


% 


* 
- SE 


gyrposn init B Pate, and * 4 

has a Quint-Major in Trumps, with a 
A Quint:Major and three ſmall Cards of another 
Satt, and that 4 has the Leady and let us 
ſuppoſe the Adverſaries C and D to have 74 
five Trumps in either Hand : In this Caſe 4 
Mk the MI wins Ferery n | 

LP FAIRPY 


7. — 

- 

= 1 . — 
id - 


n, „ 


Suppoſe, on the Po — * has vel mall | 
Trumps, with a Qujnt-Major and three ſmall 
Cards of another Suit, and that C has the 
Lead, who forces A to trump firſt, by. which 
Means 4 wins only ans, -__ 

e | 
A Cass to demonſtrate the Advantage 35 a 
| Sau. 

Suppoſe A and B Partners, ay that A has 

= oe art- Major in Clubs, they being Trumps, 
anot 103. art Major in Hearts, another Quart- 
Major in Diamonds, and the Ace of Spades: 
And let us ſuppoſe the Adverſaries C and D 
to have the following Cards, viz. C bas four 
Trumps, eight Hearts, and one Spade; D 
has five Trumps, and eight Diamonds; C 
being to lead, plays an Heart, D trumps it; 

—_— a Diamond, C. trumps it; and thus 
purſuing the Saw, each Partner trumps a 

Quart: Major of As, and C being to play at 
the ninth Trick, plays a Spade, which D' 
trumps; thus C and D have won the nine firſt 
Tricks, and leave 4 with his Quart-Major | it 


Truwps only... >: PP 


The foregoing Caſe 1 that” henever 
vou gain the Advantage of eſtabliſhing of a 
= it 1s your- intereſt to embrace it. fy 


[What follows i i« this Treatiſe js the adlitiorr 
D 
D 3 cute. 


- 
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enn . | f 
Containing variety of 'Cayns intermixed with _ 
CALCULATIONS, demonſtrating when it is 
proper, at ſecond Hand, 10 put up ibe King, 
Qneen, Knave, or Ten, with one ſmall Card 
of any Saig ret 1 
| | r 


a SYrrosk you have four ſmall Trumps, 
in the three other Suits you have one 
Trick. ſecure in each of them; and ſuppoſe 
your Partner has no Trump, in that Caſe the 
remaining nine Trumps muſt be divided be- 
tween your Advetſaries; ſuppoſe five in one 
Hand, and four in the other, as often as you 
have the Lead, play "Trumps: And ſuppoſe 
you ſhould have four Leads, in that Caſe, you 
Tee, your Adverfaries make only five Trick out 
of nine Trumps whereas if you had ſuffered 
them to make their Trumps fingle, they might 
poſſibly, have made nine Tricks. OY 
By this Example, you ſee the Neceflity there 
is of taking out two Trumps for one upon 
"moſt Occaſions. ien 
Fet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of 
Play, that your Adverſaries are very ſtrong in 
any particular Suit, and that your Partner can 
give you no aſſiſtance in that Suit, in ſuch a 
| Caſs ou are to examine yaur own, and alfo- 
. your Adverſaries Scores, becauſe, by keeping 
and Trump in your Hand to trump ſuch Suit, 
Er n Z .. it 
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te may be either a Means to; ſave or win a 
1 80 —4 | 


ole you 15 Ace, Queen, and; two 
— ards — any Suit ; your right-hand Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe: it is an equal 
ager that your Partner has a better Card in 
that Suit than the third Hand; if fo, you, have 
the Command of that Suit. 
An Exception to the foregoing Rule is, in 
caſe you want the Lead, _ yo are to _ 


vp 50 \ Queer * 


| Never chooſe to lead from King, Knave, and 
one ſmall Card in any Suit, becauſe it is 2a to 
1 that your Partner has not the Ace, and alſo 
32 to 25, or about 5 to 4, that he has Ace or 
Queen; and therefore, as you have only about 
5 to 4 in your Favour, and as you muſt have 


four Cards in ſome other Suit, ſuppoſe the Ten 


to be the higheſt, lead that Suit, becauſe it is 
an equal Wager that your Partner has a better 
Card in that Suit than the laſt Player: And if 
the Ace of the firſt-mentioned Suit lies behind 
you, which is an equal Wager it ſhould ſo 
appen, in caſe your Partner has it not; in this 
Caſe, on | your Adverſaries leading this Suit, 
you probably make two 1 in it nn _ 
method of Play. — | 
I 


Suppoſe i in the Courſe of "= it appears to 
* that your Partner and You have foug or 


2: - | 7 five 


1 


f 
0 
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five Trumps remaining, when your Adverſa- 


tries have none, and that you have no winning 


Card in your Hand, but that you have Reaſon 
to judge that your Partner has a thirteenth 


Card, or ſome other winning Card in his 


Hand; in that Caſe play à ſmall Trump, to 
put the Lead into his Hand, 

away any loſing Card in your. Hand, upon 
ſuch thirteenth, or other good Card. 


4 3:4 WAP: X. 


Some DiaecTIONS for putting "_ at: — 
hand, King, Queen, Knave, or Ten, of any. 


Suit, &. 
CUPPOSE you hare the King, and one ſmall 

Card of any Suit, and that your right- hand 
Adverſary plays that Suit; if he is a good Play- 
er do not put up tbe King, unleſs you want 
the Lead, becauſe a good Player ſeldom leads 


from a Suit of which he has the Ace, but 
keeps it in his Hand (after the Trumps are 


played out) to bring in his ſtrong Suit. 


$ 


in order to throw 


| Suppoſe you have aeen, and one ſmall 


Card of any Suit, and that your right- hand 
Adverſary leads that Suit; do not put on your 
Queen; becauſe, ſuppoſe the e has led 
from the Ace and Knave, in that Caſe, upon 


the Return of that Suit, your Adverſary fineſ- 


ſes the Knave, which is generally good Play; 
eſpecially 


© 2 — 
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elpeciatly if his Partner. has played the King, 


you thereby make your Queen; but by put- 


ting on the Queen, it ſhews your Adverſary 
that you yan ſtrength in that Suit, and 
P ently puts him upon fineſſing upon 
Nt artner e that whole Salt. 


f | 14 III. f | | 
In ho former Examples you have t in- 
formed, when it is thought proper to put up 


the King or Queen at ſecond-Hand; you are 


likewiſe to obſerve, in caſe you ,ſhould have 


the Knave or Ten of any Suit, with a fmall 


Card of the ſame Suit, it is generally bad 4 
to put up either of them at — Maw; 


cauſe it is five to ts that the third Hand os, 


either Ace, King, or Queen of the Zuit led; 
it therefore follows, that as the Odds againſt 


is five'to two, and though you ſhould 


cceed ſometimes by this Method of Play, 
in the main you muſt be a Loſer, becauſe 
it © demonſirmes ry your Adverſaries that you 


are weak in th it, and conſequently they 
fineſs ye? nome oh hey 3 that whote 

: Suit. 4s | " SEES (t 
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ſmall ards of a Suit, your og Adver- 
.fary leads that Suit; upon which you play 
* Ace, and your Partner plays the Knave. 
n caſe you are ſtrong in Trumps, you are to 
return a ſmall one in that Suit, in order to let 


Jour Partner trump it: And this Conſequence 
2 | | attends 


\ 
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attends ſuch Play, viz. you keep the Com» 
mand of that Suit in your own Hand, and at 
the fame Time, it gives your Partner an In- 
timation that you are ſtrong in Trumps; and 
therefore he may play his Game accordingly, 
either in attempting to eſtabliſh a Saw, or v7 
trumping out to you, if he has either Strengt 
= "Trumps, or the command of the other. 
118. N r a | 


Suppoſe A and B's Game is ſcored 6, the 
Adverſaries C and D is ſcored 7, and that 9 
Cards are played out, of which A and B have 
won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in this Caſe A and 
B have won the odd Trick, which puts their 
Game upon an Equality; and ſuppoſe A to 
have the Lead, and that 4 has two of the 
ſmalleſt. Trumps remaining, with two v in- 
ning Cards of other Suits; and ſuppoſe C and 
D have the two beſt Trumps between them, 
with two other winning Cards in their Hands; 
Query, How are you to play this Game? It 
is 11 to 3 that C has not the two Trumps; and 
likewiſe 11 to 3 that D has them not: The 
Odds being ſo much in 4's Favour, to win 
the whole ſtake, it is his intereſt to- play a 
Trump; for ſuppoſe the Stake to be 707. des 
pending, 4 wins the whole Stake, if he ſuc- 
deeds by this "Game Play; but ſhould he 


play the cloſe. Game, by forcing Cor D to 

trump firſt, he having won the odd Frick 
already, and being ſure of winning two more 
bones 18. 


J ⁰= eo ne Got ca ESTs 
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in his own Hand; by this Method, bis Game 


| will be ſcored g to 7, which is about 3 to 25 
and, therefore, As ſhare of the 70 l. will 


amount only to 42 l.; and by this Method, 4 
only ſecures 7 l. Profit; but, in the other Caſe, 


upon Suppoſition that A and & have yi to 3 


of the Stake depending, as aforeſaid, by.play- 


ing his Trump, be is entitled to 55 I. out of 
the Jo l. dependin | 


- The foregoing Caſe being duly attended to, 
may be applied to the like Purpoſe, in other 
Parts of the Game. Jv 9K 


| » — « CHAP. X1. > 


Some Dix EC TIOxS how to play when an Ace, 


King, or Queen, are turned up on your Right 
+ Hand, : . e a Le'Y 1 «6 1 
T.. 


| 7 1 
GUPPOSE the Ace is turned up on your 
Right-Hand, and that you have. the Ten 
and Nine of Trumps only, with Ace,. King, 
and Queen of another ,Suit, and eight Cards 
of no value: Query, How muſt this Game be 
played ? Begin with the Ace of the Suit of 
which you have the Ace, King, and Queen, 
which is an Information to your Partner that 


you have the Command of that Suit; then 


play your Ten of Trumps, becauſe it is five 
to two that your Partner has King, Queen, or 


Knave of Trumps; and though it is about 


ſeven to two that your Partner has not two 
Honours, yet, ſhould he chance to have them, 


and 
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and they prove to be the king and Knave, in 
that Caſe, as your Partner will paſs your Ten 


- of Trumps, and as it is 13 to 1 2 againſt the laſt 


Player for holding the Queen of Frumps; 
upon Suppoſition . your Partner has it not, in 
that Caſe, when your Partner has the Lead, 
he plays to your ſtrong Suit, and upon your 
having the Lead, you are to play the Nine of 
Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
en if he lies behind it. 

The foregoing Caſe ſhews, that turning op 
of an Ace againſt you, may be made leſs be- 
neficial to your Adverſaries, n pou play 
by this Rule. E 
- N 
If the King « or Queen. are turned; up on 
your Right Hand, = like Method of Play 
may be made uſe of; but you are always to 
CO the Difference of your Partner's 

becauſe a good Player will make a 
— of * 1 dae dd one e 6 


_ 
1 the 3 on your Right- Hand 
leads the King. of Trumps, and that you 
ſhould: have the Ace and 9 — ſmall Trumps, 
with a good Suit; in this Caſe, it is your In- 
tereſt to paſe the King; and though he ſhould! © 
have King, Queen, and Knave of Trumps, 
with one more, if he is a moderate Player, he 
will play the ſmall one, imagining that his 
SIN has the Ace; when he Play the ſmall 
one, 


i _ 
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. one, you are to paſs it, becauſe it is an equal 
Wager that your Partner has a better Trump 
than the laſt 
pens to be a tolerable Player, he will judge 

u have a good Reaſon for this Method of 
lay; and conſequently, if he has a third 

Trump remaining, he will play it; if not, he 
will play his beſt Suit. . 


IV. 
A critical CAsR, to win an odd Trick. A 


- Suppoſe A and B Partners againſt C and D, 
and ſuppoſe the Game to be Nine all, and 
| ſuppoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining; B has only two 
ſmall Cards of As Suit; C has Queen and 
two other ſmall Cards of that Suit; D has 
King, Knave, and one ſmall Card of the ſame 
Suit. A and B have won 3 Tricks, C and D 


| bave won 4 Tricks ; it therefore follows, that 


A is to win 4 Tricks out of the fix Cards in 


bis Hand, in order to win the Game. C leads 


this Suit, and D puts up the King; A gires 
him that Trick, D returns that Suit, A paſſes 
it, and C puts up his Queen: Thus C and D 
have won fix Tricks, and C, imagining the Ace 
of that Suit to be in his Partner's band, re- 
turns itz by which means 4 wins the four laſt 
Tricks, and conſequently the Game. 
E TT! E ö V. Sup- 


player; if fo, and that he hap- | 


> 


38 Aa TARA T1 


| V. 
Suppoſe you ſhould have the King and five 
» Tmall Trumps, and that your right-hand Ad- 
verſary plays the Queen; in that Caſe do not 
= on your King, - becauſe it is an equal 
ager that your artner bas the Ace; and 
ſuppoſe your Adverſary ſhould have Queen, 
_ Knave, Ten, and one ſmall Trump, it is alſo 
an equal Wager that the Ace lies . either - 
VP your Adverſary's Hand or Partner's; in 
N. of which Caſes i it is bad Play to put on 
your King; but if the Queen of Trumps is 
led, and that you ſhould happen to have the 
ages with two or three Trumps, it is the 
beſt play to put on the King, becauſe it is 
good Play to lead from the Queen and one 
{mall Trump only; and in that Caſe, ſhould 
your Partner have the Knave of Trumps, and 
your left-hand Adverſary hold the Ace, your 
ne lefting to. put on the ng is the loſs of 


2 Trick, 
— HAF N 
The Ten or Nine being turned 7 on your Right 
hand, &c. 2 I 
5 2 


Soros "© Ten is turned u on your 

Right-hand, and that you ſhould. have 

King, Knave, Nine, and two ſmall Trumps, 

with eight other Cards of no Value, and that 

it is proper for you to lead Trumps ; in that 
wie 1 with the 1 in order to pre- 

; vent 


* 
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yent the Ten from maki g-of a Trick; and 


though it is but about five to four that your 
Partner holds an Honour, yet if that ſhould 
fail, by fineſſing your Nine on the Return of 
Trumps from your Partner, you have the Ten 
in your Power. — | n 


The. Nine being turned up on your Right- 
Hand, and that you ſhould have Knave, Ten, 
Eight, and two ſmall Trumps, by leading the 
Knave it anſwers the like purpoſe of the for- 
mer Caſe. — 46 


Jou are to make a wide difference between 


70 


_ 


A Lead of Choice, and a forced Lead of your 
, Partnec's; becauſe, in the firſt Caſe, he is 


ſuppoſed to lead from his beſt Suit, and find- 


Ing you deficient in that Suit, and not being 


ſtrong enough in Trumps, and not daring to 
force you, he then plays his next beſt Suit; 


by which Alteration of Play, it is next to a 
Demonſtration that he is weak in Trumps : 


but ſhould he perſevere, by playing of his 
firſt Lead, if he is a good Player, you are to 
judge him ſtrong in 'Trumps, and it is a Di- 
rection for you to play your Game accord- 


IV. 
There is ua more pernicious at the 
Game of Whiſt, than to change Suits often,” 
becauſe in every new Suit you run the Riſk of 
iving your Adverſary the Tenace; and there- 
e, though you lead from a Suit of which you 
E 2 have 


af 
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have the Queen, Ten, and three ſmall ones, 


and your Partner puts up the Nine only, in 


that Caſe, if you ſhould happen to be weak 


4 

[ : 

} . 

4 * 

| . 
"J 

. 
. 

4 
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in Trumps, and that you have no tolerable 
Suit to lead from, it is your beſt Play to purſae 
the Lead of that Suit by playing your Queen, 
which leaves it in your Partner's Option whe- 
ther he will Trump it or not, in cafe he has 
no more of that Suit; but in your ſecond 


Lead, in caſe you ſhould happen to have the- 


* — 
: - 
| K $ 
a} — 
15074 
. 1 "| * 
- 
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Queen or Knave of any other Suit, with one 
Card only of the ſame Suit, it would be better 
Play to lead from your Queen or Knave of 
either of theſe Suits, it being 5 to 2 that your 
Partner has one Honour at leaſt in either of 


| theſe 8 its. re * N * f 
* n v. U 


If you have Ace, King, and one ſmall Card 
of any Suit, with four Trumps; if your Right - 
Hand Adverſary leads that Suit, paſs it, be- 
cauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 


Hand; if ſo, you gain a Trick by it; if other- 


wiſe, as you have four Trumps, you need 
not fear to loſe by it, becaufe when Trumps 
are played, you may be ſuppoſed to have the 
long Trump. | | % 22 rot 


* 


CHAP. 
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40e nat 10 part with the Command 7 
en Adverſary's * Suit, &c. 
1 


I. 
IN caſe you are . in Trumps, a that 
it does not appear that your Partner is very 
ſtrong i in them, be very cautious how you part 
with the command of your Adverſary's great 
Suit: for ſuppoſe your Adverſary plays a Suit 
of which yqu have King, Queen, and one 
ſmell Card only, the Adverſary leads the Ace, / 
and, upon playing the ſame Suit, you play 
your / th which! makes it almoſt certain 
to your Partner that you have the King; and 
ſuppoſe your Partner refuſes to that Suit, do 
not Play the King, becauſe if the Leader of 
that Suit or his Partner have the long Trump, 
you riſk the loſing of CI Tricks to hot one. 
Suppoſe your Partner has ten Cards remain- 
ing in his Hand, and that it appears to you 
that they conſiſt of "Trumps. and one Suit 
only; and ſuppoſe you ſhould” have King, 
Ten, and one ſmall Card of his Strong Suit, 
with Queen and two ſmall' Trumps. in this 
Caſe, your are to judge he has five Cards of. 
each Suit, and therefore you ought to play 
out the King of his ſtrong Suit; and if u. 
win that Trick, your next beſt Play is, to“ 
throw out the Queen of 3 if that like- 
"-M e . wile: 


{ 
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wiſe comes home, proceed; to, play Trumps : 
This method of. Play may be made uſe of at 
any Score of the Game, except at 4 and 9. 
| A | III. | W F | | 
De TRUMP turned up to be rememberith. 


* 


It is ſo neceſſary that the Trump turned up 
ſhould be known and\remembered, both by 
- the Dealer and his Partner, that we think it 
proper to obſerve, that the Dealer ſhould al- 
ways ſo place that Card, as to be certain of 
having recourſe to it: For, ſuppoſe it to be 
only a 5, and that the Dealer has two more, 
viz. the 6 and 9, if his Partner Trumps out 
with Ace and King, he ought-to play his 6 
and g; becauſe, let us ſuppoſe your —.— c 
to have Ace, King, and four ſmall Trumps; 
in this Caſe, by your Partner's knowing you 
— the 5 remaining, you may win many 
Tricks. n #4 A | 


Tour right-hand Adverſary leads a Suit of 
which you have the Ten and two ſmall ones; 

he third Hand puts up the Knave, your 
Partner wins it with the King; when your 
ight-Hand leads that Suit again, and plays 

a ſmall one, do you put on your Ten, be- 
cauſe it may ſave your Partner's Ace, upon 

_ Suppoſition that your right-hand Adverſary 

Jed from the ne you will ſeldom fail of 
An by this Method of Play.  _ oil 


& 
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Suppoſe you have the beſt Trump, and that 


the Adverſary 4 has one Tyump only cemain- 
ing, and that it appears to. you that * 
Adverſary B has a great Suit; in this Caſe, 
though you permit A to make his Trump, yet 
by keeping the Trump in your Hand, you 
prevent the Adverſary B from making his 

reat Suit; whereas if you had taken out 4's 
La it had made only one Trick Diffe- 
rence; but by this method you probably fave 
three-or four Tricks. I 


D. following Cas happens Frequently. 
That you have two Trumps remaining 
when your Adverſacies have only one, and it 


Suit; in this Caſe always play a Trump, 


though you have the worſt, becauſe. by remo- 


ving the Trump out of your Adverſaries Hands, 
there can be no Obſtruction to your Partner's 
great Suit. 6 "et . 

VIE 


4 Suppoſe you. ſhould bare three Trumps 


when no Body. elſe have any, and that you 


| ſhould have only four Cards of any certain 


Suit remaining; in this Caſe play à Trump, 
which ſhews your Partner that you have all 
the Trumps, and alſo gives you a fair Chance 
for one of your Adverſaries to throw away one 


Card of the aforeſaid Suit z by which Means, 


ſuppoſing that Suit to have been once led, and 


: 7 
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appears to you that your Partner has one great 


Fg 


* ; 


! 
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\ one thrown away, makes five, and four re- 
maining in your Hand makes nine, there be- 
ing only four remaining between three Hands, 
and your Partner having an equal Wager to 
hold a better Card in that Suit than the laſt 
Player, it therefore follows that you have an 
equal Chance to make three Tricks in that 
Suit, which probably could not have been done 

\ but by this Method of Play. en e 
_ Suppoſe you have five Trumps, and fix 
fmall Cards of any Suit, and you are to lead; 
the beſt Play is to lead from the Suit of which. 
you have fix, becauſe, as you are deficient in 
two Suits, your Adverſaries will probably 
trump out, which is playing your own Game 
for you : whereas, had you begun with playing 
Trumps, they would force you, and conſe- 
quently deftroy your Games 


„ e RP; IV; - 


 feript diſpoſed of the laſt Winter, having de- 
fired a further Explanation concerning the 


anne. 


the following 
2 F 


our Sequences, unleſs you ſhould: have 

"Ace, King, and Queen; in that Caſe play the 

loweſt, in order to let your Partner into the 
State of your Game. : 

+ I. 


—— 


Some Purchaſers of the TxEATISE in Mann- 
pPfluying of . they are explained in 


I Trumps you are to play the higheſt of 
ities, 


\ 
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In Suits which are not Trumps, if you have 
a Sequence of King, Queen, and Knave, and 
two ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin 
with the Knave, becauſe by getting the Ace 
out of any Hand, you make Room for the 

whole Suit. 55 * | 


And in cafe you are ſtrong in Trumps, 
ſuppoſing you fhould have a Sequence of 
Queen, Knave, Ten, and two ſmall Cards of 
any Suit; in that Caſe, you ought to play the 
higheſt 2 Sequence, becauſe, if either of 
the Adverſaries ſhould trump that Suit in the 
ſecond Round, by being ſtrong in Trumps, 
you fetch out their Trumps, and conſequently 
make the Remainder of that Suit. \ 
The like Method may be taken, if you 
ſhould happen to have a Sequence by Knave, 


Ten, Nine, and two ſmall Cards of any Suit. 


If you have a Sequence of a King, Que. 
Enayve, and one ſmall Card of . whe- 
ther you are ſtrong in Trumps, or otherwiſe, 
play your King; and do the like by, any. in- 

erior Sequences, if you have only four in 
Number. . a * | 
3 V 


But if you ſhobld happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you 1 


— 


Fd 


* 
4 
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— have five in Number; for ſuppoſe your Part- 


ner to have the Ace of that Suit, he then - 


makes it; and where lies the Difference whe- 
_ ou or your Partner win a Trick ? For if 
s ban the Ace and four ſmall Cards of any 
hs and are weak in Trumps, and ted from 
that Suit, if you play well, you ought to play 
the Ace; if you are yery ſtrong in Trumps, 
you may play your Game- as bac bathe as you 
pleaſe ; but if you are weak in Trumps, you 
muſt play the reverſe. | 


VI. 
Let us 5 hart is meant by being frog 
or weak in Trumps. 
lf you have Ace, King, and three mall 
+ Trumps: © 
King, Queen, and three ſmall Trumps. 
Queen, Knave, and three ſmall Trumps. 
Queen, Ten, and three ſmall Trumps. 
. Knave, Ten, and three ſmall Trumps. 
Queen, and four ſmall Trumps. 
E and four ſmall Trumps. | 


In any of the aforeſaid caſes, Yo may be 
underſtood 'to be very ſtrong in Trumps, and 
therefore you may play by the foregoing Rules, 
| being morally aſſured of an the ITE FAN 
in Trumps. 


I you have two or than ſmall Trumps ON 


1. we * you to oy weak i in them. 
vn. 


r 8 
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What Strength in Trumps entitles you to 


force your Partner at any Point of the Game ? 


Ace, and three ſmall Trumps. _ _ 
King, and three ſmall 'Trumps. 
Queen, and three ſmall Trumps. 
Knave, and three ſmall Trumps. 


ps VII. 1 

I, by Accident, either you or the Adver- 
ſaries have forced your Partner, (though you 
are weak in Trumps), if he has had the Lead, 
and does not chooſe to Trump out, force him 
on as often as the Lead comes into your Hand, 
unleſs you have good Suits of your own to 
A 8 * , 5 — / f 
pl 5 . * 8 
If“ you ſhould happen to have only two or 
three ſmall Trumps, and that your Right- 
Hand Adverſary leads à Suit of which you 
have none, trump it, which is an informa» 


tion to your Partner that you are weak in 


Trumps. 
X 


% 


_ Suppoſe you have Ace, Knave, and one 


' ſmall Trump, and that your Partner. trumpyg * 


to you, ſuppoſe from the King and three ſmall 
Trumps : Query, Whether it is the beſt Play 
to put on the Ace or Knave? And ſuppoſe 


your right-band Adverſary has three Trumps, 
and that your left-hand Adverſary has the like 
Number; in this Caſe, by fineſſing of your 


. and playing your Ace, if the Queen 
| | by 
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is on your Right-Hand, you win a Trick by 

it; but if the Queen is on your Left-Hand, 

and you ſhould play the Ace, and then return 
the Knave, admitting your left-Hand Adyer- 
ſary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſaries 

have the Ten, and conſequently you gain no 

Trick by playing thun. 1 


* 


If your Partner has led from the Ace of 
Trumps, and ſuppoſe you ſhould have King, 

Knave, and one ſmall Trump, by putting on 

your Knave, and returning the King, it an- 
ſwers exactly the like Purpoſe of the formet 


Rule. 
In other Suits you may practiſe the like Me- 
thod. _ : AD r 3 
If you. are ſtrong in Trumps, and that you 
have King, Queen, and two or three ſmall 
Cards in any other SGt, you may lead a ſmall 


one, it being 5 to 4 that your Partner has an 
. Honour in that Suit; but, if you are weak in 
Trumps, you ought to begin with the King. 


If your right-hand Adverſary leads a Suit of 
_which you have King, Queen, and two or \ 
three ſmall Cards of Ihe fame Suit, you being 
ſtrong. in Trumps, may paſs it, becauſe it 
is an equal wager. that your Partner has a 
better Card in that Suit than the third I 12 

{3 83 fwchdS & E 19 oy - 
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2 
if not, by your Strength of Trunph, you need 
not fear making that Suit, 


5 ; 
If your right-hand + leads a | Suit . 


of which you have King, Queen, and one 


99. the Qu ps in 2 not, put 
t acen ; Allo, if you have een, 
nave, I one ſmall Gard, put on the Nez 
and if you have Knave, Ten, and one ſmall 
Card, put on the Ten; by putting up the 
Tecond eſt, as aforeſaid, your Partner has an 
Erpectation of your - having a better Card or 
Cards, in the ſame Suit; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may be able to judge what are the Yue for 
and _— him. 1 5 


If you ſhould have Ace, King, and two 
ſmall Cards in any Suit, being ſtrong in 
Trumps; if your right-hand Adverſary leads 
that Suit, you may paſs it, becauſe it is an 
equal Wager that your Partner bas a better 
Card in that Suit than the third Hand; if fo, 
you gain à Trick by it; if otherwiſe, you 
need not fear to make your Ace and Wg; by 
your, Strength 1 in Trumps. 1 | 


VXVI. [7 

If — ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Partner 
leads the Ten; in that Caſe paſs it, "_ 
unleſs the three Honours ly behind you, 
are ſure of making two Tricks; do the like, 
| F if 
\ 


— 
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if you ſhould have the King, Nine, Eight, - 
and one ſmall Trump; or the Queen, Nine, 
Eight, and one ſmall Trump. at 


XVII. 


i q order to deceive your Adverſaries, if your 


right-hand Adverſary leads from a Suit of 


Which you have Ace, King, and Queen, or 


Ace, King, and Knave, put on the Ace; be- 
cauſe that encourages the Adverſaries to play 
that Suit again: And though you deceive your 
Partner by this Method of Play, you alſo de- 
ceive your Adverfaries, which is of greater 
Conſequence in this Caſe ; becauſe, if you 
Had put on the loweſt of the Tierce-Major, 
or the Knave in the other Suit, your right- 
hand Adverſary had made a Diſcovery that the 
Strength of that Suit was againſt bim, and 
conſequently would have changed Suits. 


n 
Suppoſe you have Ace, Ten, and one ſmall 


Card, in any Suit; alſo the Ace, Nine, and 


one ſmall Card of any Suit, Qpery, Which of 
theſe Suits ought you to lead from? Anfwer, 
from the Suit of which you, have the Ace, 

Nine, and one ſmall Card ; for this Reaſon, it 


being an equal Wager that your Partner has 
u better Card in that Suit than the laſt Player; 


if not, let us then ſuppoſe that your rigbt- 


hand Adverſary leads from the King, or Queen 
of the Suit, of which you bave the Ace, Ten, 


and one ſmall. Card; in that Caſe, it is an 
equal Wager that your Partner has a 1 | 
0 & + ; arg 


— 


2 


of the 
ſtand a fair Chance for three Tren! in that 


C 
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Card in thax Suit than the third Hand ; if 
that happens to be the Caſe, upon the Return 
Suit, you ly Tenace, and conſequently. 


Suit, 
XIx. 


A Cs demonfirnte the Tenac. 
Let us ſuppoſe 4 and B to play at Tw 0 | 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six, and Four 
of Clubs, which, in caſe B always leads, are 
ſix ſure Tricks. Let us ſuppoſe he has the 
ſame Hand in Spades, which, in caſe B al- 


ways leads, are ſix more ſure Tricks. We 
ſuppoſe B has the remainder of theſe 8 


| Suits. 


Let us ſuppoſe B to have the ſame Hand i in 
Hearts and Diamonds, as 4 has in Spades 


and Clubs, and that 4 ads the remainder of 


the Hearts and Diamonds, which in caſe 4 
always leads, are twelve ſure Tricks alſs 
to B. 

The en Caſe ſhews that both Hands 
are exactly equal; and therefore let one of 
them name his "Trumps, and lead, he wins 
thirteen Tricks only. 0 

But if one names the Trumps, and the other 
leads, he that names the Trumps ought to win 
__—_— Tricks. | 


4 9 Theſe 


— 


394 


Thoſe who would attain to the playing of 
WraisT to perfection, muſt not be content 


only with being a Maſter of the Calculations 


contained in this Treatiſe, and alſo an exact 

udge of all the General and Particular Caſes 
in the ſame; but be a very punctual Obſerver 
of fuch Cards as are thrown away, both by 


his Partner and Adverſaries, and at what Time. 


Whoever attends cloſely to theſe Particulars, 


are the\moſt likely to attain their End. 
enen 


WHEN it appears to. you that the Ad- 

verſaries have three or four Trumps 
remaining, and- that neither you nor your 
Partner have any, never attempt to force one 
Hand to trump, and to let the other throw 
away a loſing Card; but rather endeavour to 
find out a Suit in your Partner's Hand, in caſe 
ou have no Suit in your own, by which. 
Means you prevent them from making their 


Trumps ſeparate. - why 


Suppoſe A and B are Partners againſt C and 
D, and ſuppoſe nine Cards are played out, 
and alſo ſuppoſe: eight 'Trumps are played out; 
and further ſuppoſe A to have one Trump 
only, and ſuppoſe his Partner Þ to have the 
Ace and Queen of Trumps, and ſuppoſe the 
| i | Adverſaries 
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Adverſaries C and D to have the King and 
EKnave of Trumps between them, 4 leads his 
' ſmall Trump, C plays the Knave of Trumps, 
very, Whether Z is to play his Ace or Queen 
of Trumps upon the Knave? Anſwer, Þ is to 
play his Ace upon the Knave, becauſe D havin 
four Cards in his Hand remaining, and 
only three; conſequently, it is four to three in 
B's Favour, that the King is in D's Hand: If 
we reduce the number of four Cards in a Hand 
to three, the Odds then is 3 to 2; and if we 
reduce the Number of three Cards in a Hand 
to two, the Odds then is 2 to 1 in favour of 
B's winning of a Trick, by putting on his Ace 
of Trumps. By the like rule you may play 
all che other Suits. Fi N SY E 


Let us ſuppoſe you have the thicteenth 
Trump, and alfo the thirteenth Card of any 
Suit in your Hind, and one loſing Card; and 
let us ſuppoſe you have only three Cards re- 
maining, Query, Which of theſe Cards are 
vou to play? Anſwer, Lou are to play the 
loſing Card, beeauſe if Jon play the thirteenth 
Card firſt, the Adverſaries knowing you to 
have one Trump remaining, will not paſs your 
ting Card, and therefore you play 2 to 1 a< 
gainſt yourſelf.” = 152 505 


Let us ſuppoſe that you have the Ace, King, 
and three ſmall Cards in any Suit, which has 
never been played; and let us ſuppoſe that 
| . eee ELIE 


f 
nt 


— 
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it appears to you that 8 the laſt 
mp remaining, „How are to 
5 theſe Cards 5 Ne RR Ae ? 
Anſwer, Lou are to lead a ſmall Card in that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 
laſt Player; if ſo, and that there are only 
three Cards in that Suit in any one Hand, it 
follows that you win five Tricks in that Suit; 
whereas, if you play the Ace and King of that 
Suit, it is 2 to 1 that your Partner does not 

| hold the Queen, and conſequently, by play- 
ing the Ace and King, it is 2 to 1 that you 
win only two Tricks in that Suit. This Me- 
thod may be taken in caſe all the Trunips are 
played out, provided you have goed Cards in 
other Suits to bring in this Suit; and you 
may obſerve, that you reduce the Odds of 2 
io 1 againſt you to an equal Chance, by this 
Method of Play, and probably gain three 
Tricks by it. v a TY £33 


- If you chooſe to have Trumps played by 


the Adverſaries, and that your Partner has led 
A Suit to you, of which you have the Ace, 
Knave, Ten, Nine, and Eight; or the King, 
Knave, Ten, Nine, and Eight, you are to 
play the Eight of either Suit, which probably 
leads the Adverſary, if he wins that Card, to 
_ play Trumps. 6 . e 


a 1 Suppoſe you ſhould have a Ovatt- Major. in : 
an; Suit, with one or two more of the 5 
; 2 {NY uit, 


. 
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Suit, and that it is neceffary to let your Part- 
ner know that you have the Command of that 
Suit; in that Caſe, throw away the Ace of 
that Suit, upon any Suit of which you have 
none in your Hand, to clear up his Doubts, 


becauſe the Odds is in your Favour that nei- 


ther of the Adverſaries have more than three 
in that Suit: The like Method may be taken 
if you have a Quart to a King; the Ace 
being played out, you may throw away the 
King; alſo if you ſhould have a Quart to a 
Queen, (the Ace and King being played out), 
du may throw away your Queen: All which 
es your Partner into the State of your Game, 
and you may play by the like Rule in all in- 
ferior Sequences, having the beſt of them in 
your: Hand. 1 vn * | | | ; 


There is ſcarcely any Thing more com- 
monly practiſed amongſt moderate Players, in 
caſe the King is turned up on their Left - Hand, 
and that they have the Queen and one ſmall 
Trump only, to play out their Queen, in 
Hopes their Partner may win the King if it is 
put on; not conſidering that it is about 2 to 1 
that their Partner has not the Ace; and ad- 
mitting he has the Ace, they do not conſider 
that they play two Honours againſt one, and 
conſequently weaken their Game: the Necef- 
ſity only of playing Trumps ſhould oblige- 

them to play "ELIAS | . 


! 
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Cards, becauſe if his 


% 


— 


. 1 5 VIII. r 
A Cat which frequently happens. if 


4 and B are Partners againſt C and D; alt 
the Trumps are played opt except one, which 
C or D has; A has three or four winning 


Cards in his Hand of his Suit already played, 


with an Ace, and one ſmall Card of another 
fuit: | Query, Whether it is As beſt Play to 


throw away one of his winning Cards, or the 


ſmall Card to his Ace-Suit ? Anfaver, It is bis 
beſt Play to throw my one of his winning 

ight-Hand Adverſary 
plays to his Ace-Suit, he has it in his Power 
to paſs it, and conſequently his Partner Bas 
an equal Chance to have a better Card in that 


Suit than the Third Hand; if ſo, and that he 
bas any forcing Card, or one of his Partner's 


Suit to play to him, in order to force out the 
laſt Trump, his Ace remaining in his Hand, 
brings in his winning Cards; whereas, if 4 
had thrown away the ſmall Card to his Ace- 
Suit, and that his right- hand Adverſary had 
led that Suit, he had been obliged to put on 
his Ace, and conſequently had loſt ſame Tricks 

by this Method of P . | e 


Soppole ten Cards have: been played out, 
and ſuppoſe it. appears very probable that your 


» % 


left-hand Adverſary has three Trumps. remain- 
ing, viz- the beſt and two. ſmall ones; and 
ſuppoſe you have two Trumps only, and that 


your 
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your Partner has no Trump; and ſuppoſe your 
_ right-hand Adverſary plays a thirteenth or ſome 
other winning Card; in that Caſe pals it, by 


which Means you gain a Trick. | 
; ; 4 Mt , . 4 
In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have a 
zart-Major in Trumps, (er any other. four 
beſt Trumps), if you are obliged to trump a 
Card, win it with the Ace of Trumps, and 
then play the Knave, or win it with the 
higheſt of any other four beſt Trumps, and 
then play the loweſt, which clears up your 
Game to your Partner; and by ſuch a diſco- 


very, it may be the Means of winning many 


- 


Tricks: You may practiſe the like Rule in all 
other Suite. I Ve 1 


If your Partner calls at the Point of Eight 
before his Time, you. are to trump to him, 
whether you are ſtrong in Trumps or Suits, or 
not; becauſe, as he calls before he is obliged 
to do fo, it is a Declaration of his being ſtrong 
in Trumps. N F 
* | i . „ank! 
Suppoſe your right-hand: Adv turns up 
the Queen of Clubs, and ſuppoſe when he 
has the Lead, he plays the Knave of Clubs; 
and ſuppoſe you have the Ace, Ten, and one 
Club more, or the King, Ten, and one ſmall 
Card; Query, When be leads his Knabe, 
- whether you are to win it or not? ch 
TY "EY ou 


, 
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You are not to win it, becauſe it is an equal | 
Wager, wheh. he leads his Knave of Clubs, 


3 bn not Having the King, that your Partner 


as it; alſo, it is an equal Wager, when he 
leads his Knave of Clubs, you not having the 
Ace, that your Partner has it, and conſequent- 


ly you gain a Trick by paſſing it; which can» 


not be done, if you either put on your King 
er Ace of Clubs - n FF 1 


XIII. 


EL. 408 for a Slam. 


Let us ſuppoſe 4 and B Partners againft 


C and E, and let us ſuppoſe C to deal; and 
let us ſuppoſe 4 to have the King, Knave, 


Nine, and Seven of Clubs, they being Trumps; 
a Quart-Major in Diamonds, a Tierce-Ma- 


— 


jor in Hearts, and the Ace and King of 


Spades. 


Let us ſuppoſe H to have nine Diamonds, 


two Spades, and two Hearts. | 
Alſo let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with 


nine Spades. : 


And let C have five Trumps and eight 
Hearts. 1 | | : | 

A is to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner 
C is to trump; C is to lead a Trump, which 
his Partner D is to win; then D is to lead a 
Spade, which C is to trump; and C is to play 
a Trump, which D is to win; and D * 
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the beſt Trump is to play it; which done, D 


having ſeven Spades in bis Hand, wins * 
a conſequently flams A and B. 


CHAP. XVI, 


Additional Cases at WaisT never babe. 
| till * 


, I. N 
Ir your 7 leads the King of a Suit, | 
and that you have*none of that Suit, paſs 
it, by throwing away a loſing Card, (unleſs 
our right-hand Adverſary has put on the Ace), 
becaute, by ſo doing, you make Room 10 his 
Suit. wt : 


Seppel 5 your Partner leads the "IR of 
a Suit, and your right-hand Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
you have none of it, do not trump it, but 
throw away a loſing Card, which makes Room 
for your Partner's Suit. An Exception to 
this Manner of Play is, if you play for an odd 
Trick, and that you are very weak in Trumps, 
you my Trump it. N 


ſe you have the Ace, King, and one 
cal 1 5 rd of a Suit, and that your left-hand. 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have four ſmall Trumps, and no Suit 
of Conſequence to lead from; and ſuppoſe 


Nine, 2-4 


your right-band „* ſhould put up the 


- 
| # 
j * 
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Nine, or any lower Card; in this Caſe, win 
it with the Ace, and return the Lead upon 
the Adverſary, by playing the ſmall Card of 
that Suit; who will have Reaſon to judge that 
the King lies behind him, and conſequently 
will not put up his Queen if he has it; and 
therefore you have a fair Probability of winning 
a Trick by this Method of Play, and at the 
ſame Time letting your Partner into the State 
V7 TT OOH + hog 
If your Partner forces you to trump a Card 
early in the Deal, you are to ſuppoſe him ſtrong 
in Trumps, except at the points of 4 or 9; 
and therefore, if you ire cap in Trumps, 
you may play them. 
Suppoſe you call at the Point of 8, and 
your Partner has no Honour ; and ſuppoſe 
you ſhould haye the King, Queen, and Ten; 
the King, Knave, and Ten; or the Queen, 
Knave, and Ten of Trumps ; when Trumps 
are played, always put on the Ten, which de- 
monſtrates to your Partner that you have two 
Honours remaining, and ſo he plays his Game 
accordingly. * ; : 


'Suppoſe your right-hand Adverſary calls at 
the Point of /8, and his Partner has no Ho- 
- nour: and ſuppoſe you ſhould have the King, 
Nine, and one ſmall Trump, or the Queen, 
Nine, and two ſmall Trumps ; when Trumps 
14 1 are 
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2 ploxed by — Partner, put on the Nine, 
becauſe it is about 2 to that the Ten is not 


behind zou, and ſo you play your Nine to an 


Advantage. . 2 
4a VII. 


If you ſhould happen to lead a Suit of which 
vou have the Ace, King, and two or three 
more, when you play the Ace, if your Part- 
ner plays the Ten, or Knave ;. and ſuppoſe 
You ſhould have one ſingle Card in your Hand 
in any other Suit, and. two or three ſmall 
Trumps only; in this Caſe, lead the ſingle 
Card in order to "eſtabliſh A Saw; and this 
conſequence attends ſuch Play, viz. upon lead- 
ing that Suit, it gives your Partner an equal 
Chance of having a better Card in it than the 
laſt Player; whereas had he led that Suit to 
you, which is probable had been his ſtrong Suit, 


the Adverſary would have made the Diſcovery 


of your attempting to eſtabliſh a Saw, they 
would trump our, and ſo prevent your makin 
your ſmall Trumps : By this Method of Play, 
your Partner will eaſily judge the Reaſon for 
.your changing of avis, and io play his Game 
accordingly. | þ 
VIII. 


Suppoſe you 3 the Ace and Deuce of 
Tramps, and ſtrong in the three other Suits-; 
if you are to . play your Ace, and next 


— 


met r Deuce of Trumps, in order to put the, 


d. into your Partner's Hand, to take out 
2 Trumps * 1; and poets the laſt Player 


, % 


4 


wins 


/ 
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Wins that Trick, and that he leads a Suit of 
-which you have the Ace, King, and 2 or 3 
more, paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that 
Suit than the third Hand; if ſo, he will then 
have an Opportunity of taking out two Trumps 
to one; when the Lead comes into your Hand, 
== are to endeavour to force out 1 of the 2 
rumps remaining, upon Suppoſition eleven 
Trumps are played out, and the Odds is ſtill 
in your Fayour that your Partner has 1 of the 
2 Trumps remaining. | 


4 | 125 ; IX. F | 
© Suppoſe 10 Cards are played out, and that 
vou have the King, Ten, and 1 ſmall Card 
'of any Suit, which has never been led; and 
ſuppoſe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and that 
there is neither a Trump or thirteenth Card 
in any Hand; in this Caſe, unleſs your right- 
hand Adverſary puts on fo high a Card as 
obliges you to play your King, do not put it 
on; becauſe, upon the return of that Suit, you 
make your King, and conſequently the Odd 
Trick, which makes 2 difference: If there 
"happens to be only 9 Cards played out in the 
like Circumſtance, you are to play by the like 
Rule. This method is always to be taken, un- 
Teſs the gaining of 2 Tricks gives you a Chance 
either to ſave your Lurch, or to win or fave. 
the Game. 


2:4 


X. 


the GAME WHIST. c 


f | Wo al | | 
Suppoſe A and B Partners againſt C and D, 
and let'us ſuppoſe B has the two laſt Trumps, 
alſo the Wen Knave, and Nine of another 
Suit; and let us ſuppoſe A has neither the Ace, 
King, or Ten of that Suit, and A 1s to 
lead that Suit; Query, What Card is to play 
to give him the faireſt Probability of winning 
a Trick in that Suit? ' Anſwer, B is to play 
the Nine of that Suit, becauſe it is only ſtve to 
four againſt him that his left-hand Adverſary 
holds the Ten; and if he plays either the 
Queen, or Knave, it is about three to one 
that the Ace, or King, is in his left- hand Ad- 
verſary's Hands, and conſequently he reduces 
the Odds of thee to- one 3 him, to five 
do four only. | Hy 3 


Let us vary the foregoing Caſe, and put the 
King, Knave, and Nine of a Suit into Z's. 
Hand, upon Suppoſition that 4 has neithec 
Ace, Queen, or Ten, when A leads that Suit, 
it is exactly equal whether BB plays his King, 
Knave, or Nine. \ | 

| | XlI. | 
Suppoſe you have Ace, King, and three or 
four ſmall Cards of a Suit not played, and that 
it appears to you that your Partner has the. 
| laſt Trump; in this Caſe, if you are to lead, 
ü play a ſmall Card in that Suit, it being an 
h equal Wager that your Partner has a better 
| Card in that Suit than the laſt Player; if ſo, 
p | - | G 2 1 , the: 
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the Probability is in your Favour that you 
make 5 or 6 Tricks in that Suit; but if, you 
ſhould play out the Ace and King of that Suit, 
it is 2 to 1 that your Partner has not the 
Queen, and conſequently it is 2 to 1 that you 
make only two Tricks in that Suit; by which 
Method of Play you riſk the loſing of 3 or 4 
Tricks in that Deal to gain one only. © 
| XIII. 1 

Suppoſe your Partner leads a Suit of which 
he has the Ace, Queen, Knave, and many 
more, and leads his Ace, and then plays his 

ueen; in'cafe you have the King, and two 
ſmall Cards in that Suit, win his Queen with 
the King; and ſuppoſe you are ſtrong in 


Trumps, by clearing the Board of Trumps, . 


and having a ſmall Card of your Partner's 
great Suit, you do not obſtruct his Suit, and 
conſequently win many Tricks by this Method 
of Play. | 1 


CHAP. XVIL 


New CAsESs ot WIS, never publiſhed till 


i How to play for an odd Trick, 
'UPPOSE you are elder Hand, and that 
you have the Ace, King, and three ſmall 

Trumps, with four ſmall Cards of another 

Suit, three ſmall Cards of the third Suit, and 

one ſmall Card of the fourth Suit; Query, How 

are you to play? Anſwer, You are to _ 


te GAM ff WHIST, 6 
the angle Card, which, if it is won by the laſt 


Player, it puts him upon playing Trumps, or 
to play to your weak Suits; in which Caſe 
your Partner and you gain the Tenace. 


The like Caſe for an Odd Trick, and that 
your Partner is to lead. 

Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and proceeds to 
play the King of the ſame Suit, and that 
your right-hand Adverſary trumps it with the 
Queen, Knave, or Ten, do not over-trump 
bim, but throw away a ſmall Card of your 
weakeſt Suit; the Conſequence of which is 
obvious, becauſe it leaves your Partner the laſt 
Player, and ſo gives him the Tenace in your 
weak Suits. | e 


The like Caſe upon Suppoſition you want; 
four or five Points, and that you are elder 
Hand. "#8 CW 

In that Caſe play a ſmall Trump, and if your 
Partner has a better Trump than the laſt Play- 
er, and returns the Lead, put on your King of 
Trumps, and then proceed to play the Suit of 
which you have four in Number. 

| | 1 

Theſe Examples being duly attended to, on: 
all Parts of the Game, mult be of great Con- 
ſequence to the Player; becauſe when he has: 
no good Suit 'to play, his Partner being the: 
laſt Player, gains. the Tenace in his weak. 


- Quits. | 
N C HAP. 


| * 
* 
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| CHAP. XVIL 


New Laws at WITs T. as ' played 6s White's, 
at Saunders's mmm, &c. er | 


L 
Fa any Body plays out of his turn, it is id 
the Option of either of his Adverfaries to- 
call the Card played, at any Time in that 
Deal, provided it does not make him revoke ;. 
or, if either of the adverſe Parties are to lead, 
he may deſire his Partner to name the Suit he 
chooſes to have him lead, and, when a Suit is. 
then name, his Partner muſt Gard it if he 
** it. ay 


No Reroke to be claimed till the Trick 1 
turned and quitted, or the Party who Oe 
or his Paprner, have 1 4 again. 


| 11 aRevobe happens to be made, the adverſe 

Party may add 3 to his Score, take 3 Tricks 
from the Adverſaries, or take down 3 from 
their Score, and- the adverſe Party, provided' 
they are up, notwithſtandjfig the Penalty, muſt 
remain at nine; the Re 2 takes ue: of any 
other Score of the Ga 


IV. 

11 wy Perſon calls at any Point of the 
Game, except 8, either of he adverſe Parties 
may call a new Deal; and they are at _— 


ö 


* 0 
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to conſult each * whether they will have 
4 new Deal. 


After the Trump Card is ire up, no 
Body ought to remind his Partner to ea e 
Penalty of loſing a — 4 | 

If the Trump Card is turned up, no Ho- 
nours in the preceding Deal can be fet up, an» 
leſs they were before Sant: 7 | 

If any Perfon ſeparates a Card from the re 
the adverſe Party may call it, provided wt 
names it, and. proves the Separation; but in 
caſe he calls a wrong Card, the adverſe Parties 
may call the higheſt or loweſt of any Suit, out 
of his or his Partner's Hands, the firſt Time 
either of them are to play. 

VII. 

If any Perſon revokes, and, before the eCards | 
are turned, diſcovers it, the adverſe Party may 
call the higheſt or loweſt Card of the Suit led,. 
or have their Option to call the Card then. 
layed at any Time, when it does not cauſe a 
12809 IX. 


If a Card is turned up in dealing, it is in 
the Option of the adverſe Party to call a new 
Deal; but, if either of them have been the 
Cauſe of turning up ſuch Card, in that Caſe 
* "_ has his Option. = 
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X. | 
If the Ace, or any other Card of a Suit is 
led, and it ſhould ſo happen, that the laſt 
Player plays out of his turn, whether his Part- 
ner has any of the Suit led or not, provided 
you do not make him reyoke, he is neither 
entitled to trump it, nor to win the Trick. 


| If a Card is facefl in the Deal, they muſt 
deal again, unleſs4t 8 * laſt Card. | 


"Every Perſon ought to ſee that he has. 13 
Cards dealt; therefore, if any one ſhould hap- 
n to have only 12, and does not find-it out, 
till ſeveral Tricks are played, and that the reſt 
of the Players have their right Number, the 
Deal ſtands good; and alſo the Perſon who. 
lays with 12 Cards is to be puniſhed for each. 
* in caſe he has made any; but if any 
of the reſt of the Players ſhould happen to have 
14 Cards, in that Caſe the Deal is laſt. 
5 XIII. 258 
If any Perſon throws his Cards upon the 
Table, with their faces upwards, upon Sup- 
poſition that he has Joſt the Game, the Ad- 
verſaries have it in their Power to call any of 
the Cards. once, or oftener,. when they think 
proper, provided they do not make the Party. 
revoke, and. he is not to take up his Cards: 


A: e 
' , XIV.. 


1 
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7 ee | | 

4 and B are Partners againſt C and D;' 4 
leads a Club, his Partner B plays before the 
Adverſary'C; in this caſe, D has a Right to 
play before his Partner C, becauſe B played 


out of his turn. 
5 | D.4 . 
If any perſon is ſure of winning every Trick 
in his Hands, be may ſhow his Cards upon 
the Table; but ſhould it ſo happen, that he 
has any loſing Card in his hand, he\is” then 
liable to have all his Cards called. * A* 
If any Perſon calls at the Point of B;, and 
his Paitner anſwers, arid both the oppoſite 
Parties have thrown down their Cards, and it 
appears that the other fide had not two by 
Honours; in this Caſe they may conſult with 
one another about it, and are at Liberty ta 
ſtand the ler ner.. 
E 
And if any Body anſwers when he bas not 
an Honour, the adverſe Party may conſult one 
another about it, and are at liberty to ſtand 
the Deal or not. N RNA 
2 XVIII. 1 g N 
The Dealer ought to leave in View upon 
the Table his Trump Card, till it is his Turn 
to play; and after he has mixed it with bis 
other Cards, no body is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps: This Conſequence attends ſuch a a 
| Law, 
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Law, that the Dealer cannot name a wrong 
Card, which 1 1 might have done. 
No revoke to be claimed 8 the Cards 
are cut for a new Deal. | 
XX. 
If any Body claims a Revoke, the adverſe 
Party are not to mix their Cards afterwards, 
—9 Forfeiture of the Revoke. 
XXI. 
4 and B are Partners againſt C and D, A 
15 the Ten of a Suit, the Adverſary C piays 
the Knave of the ſame Suit, B plays a ſmall 
ard of the fame Suit; but before D plays, 
his Partner C plays a thirteenth, or ſome 

other Card; the penalty ſhall be in the Option 
. of 4, or B, to ms D to win the | ABER if. 


Call, * 
lt a Body calls at-8, after he has. play'd, 
| it ſhall 4. in the Option of the Adverſaries to 
call a new Deal. 

XXII. 


4 and B are Portwith againſt C and D, A 
leads a Club, C plays the Ace of Clubs, B 
plays a Club, and D, Partner to C, takes up 
the Trick without playing any Card; 4, and 
the reſt of the Players; play on till it appears 
D has one Card more than the reſt ; Penalty 
to be in the * of the Adrerſaries to how 
A new Deal. | 
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3 ; — | ; 
A deals, 1s, ebe of turning up the 
Trump, he puts the Trump Card upon "4 reſt 


of his Cards with the Faces downwards 3 be 
is to loſe his Deal. 


CHAP. XIX. 


A DICTIONARY for WHIST, which re- 
ſolves almaſt all the critical Cafes that. may 


happen at that GAME ; by way of Noli 
and Anſwer. 


OW to play Trumps to the a 
| Advantage, peruſe the Treatiſe of 
Whiſt, Chap. I. Caſe 11, and all the remain» 
ing Caſes in that Chapter; alſo Chap. II. 


2. How to olay Sequences when Trumps? 


Anſwer. You are to "I with the higheſt 
of them. 


3. How to play Sequences when they are 
not Trumps ? 
- "Anf. If you have 5 in number, ) you are to 
degla with the loweſt ; if 3 or 4 in Number, 
always play the r N 


7 Why do you prefer playing of Sequences 
rather than other Suits ? 

Anſ. Becauſe they are the ſafeſt Lead, and 
gain the Tenace i in other Suits, Fi 


$ ATT. ' When 
- 
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5. When ought you to make Tricks "EY e 
e When, you are weak in Trumps. 


: 4 Nen onght jou not to make Tricks 
earl 
1 nſ. When | you are ſtrong i in Trumps. : 


2 When do you ao from an 
; Anf. Lou do ſo. when you have 3 in . 
ber vnly.j in any Spit (Trumps excepted. ) 


8. When don't you play from an Ace-Suit 
Anſ. You ought not to lead from an Ace- 
Suit, having 4 or more in number in any other 
Suit; becauſe the Ace is an aſſiſtant to your 
great Suit, and when Trumps are played out 
ee yep to make that Suit. 


0. \ When any Card of Conſequence is . 
up on your Right or Left - Hand, How are you | 


to play in that Caſe? See Chap. X. Caſe 1. 
Sha. XII. Caſe 1+ 


40. Why are you always to 8 your Hand 

by your own and Adverſaries: Scores? 
Anſ. Chap. I, Caſe 6. See Relerevers: in 

chin . £7 94 


"as Ham: know when your. Partner. Has 
mo more: of the Suit played ? See Chap: IV. 
Caſe Th 275 3» A 


#:3D 3 1 12. Reasons 


\ 


a Ne uz F WHIST. 
12. Reaſons for putting Sexond-hand. 


on at 


; m_ _ Caſe 15 25 3. oy 


1 _ to ot the 
_ of — Bait, when that Fat! is p 


the King, 85 Knave, Ten, and when | 


a ſecond Time, having three in Namber bs 


ly? Chap. XIII. Caſe 4: 


14. When . you to orer-trump ap your. 


Adverſary, and when not? 
Anſ. When you are weak in Trumps, you 


ought to over-trump him; but if ſtrong 'in 


""PFrumps ou - ought to 5 wgr away a lobn 4 
Cds” 142 1 


bs b. Reaſons for not 3 with the Oda, 
mand of your Adverſary 's ſtrong Suit. | 2-965 uþ | 


XIII. Caſe 1. 


16. If your Adverſary on 10855 60 Duo | 


leads a Suit of which you have the Ace, King, 
and Queens Why are you to put 1 the _ 


rate e to the Queen ? 


: Becauſe it deceives the Adverfary ; 


wh in this Caſe, is of more Cotilequence 
to mu than to ones your. Partner. | 


K "4 . 9 , 


17: To declare your ſtrong: Suit, when pro- 
per to be done, and when not? 

Anſ. When you have only one Qrong Suit, 
and you trump out to make that Suit, in this 
Caſe you ought to declare it; but if you are 

A don 
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** 


4 


— | 
A e PRR ATI rom 
Shag in Ur dens Gate ie a8 * of de- 
clafing your Kronget: er” CIOS IA or 


18. The Ace turned up on er Ri ht- 
Hand, and that you have the Ten arid Nine 
only of Trumps, 8 mn 27 Jn te Ten 3 
Chaps XI. Caſe 1 1.555 


19. Why fo you play From A King-Suit : 


— ta a Queen- _ ng. 4 the oe 


umber of each ? 5 
Anſ: Becauſe it is 2 tO 1 that the Ace — 


not ly in your left-hand Adverſary's Hands; 


and it is 5 to 4, if you lead from a 5 
that the Ace or King lies in his Hands, and 
that you loſe your Veen, and * Py: to " 
1 | 


1 Why do you — _ a geen-Buit 
ſerable to'a Knave-Suit ? « Qu 
- Auilwered, Caſe 19. 2 


21. When you have the beſt Ber Cards of 
any Suit, Why do you throw away the beſt ? - 

Anſ. To ok * your un. 1 «the * of 
an ene e Sheff] or 


22. Your Partner! $ -ftrong Suit, How are 
you to make the moſt of it? e dn 


+" Chap.» VI. has fix Earle, to demon- 


"Drate it. oe by eee 
HE ads e 1. The 
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23. The en turned uf * our Ri 
Hand. — 499 the Abe" Ted, and —4 
Trump, or the King, Ten, and one Trump, 
if the right- band Adverſary 1 the * 
Auch: How are you to pla 

Anſ. You are to paſs it, br kick —— bare 


an equal Wager of gaining a wo and cans, 


not loſe by ſo doing. 


24. Four Cards are 2 out, and Trumps 
are gone round twice, your Partner not ap- 
pearing to have any higher Trump than the 8, 
yet he has three Trumps; when he plays bis 
third Trump, the next Hand puts on the 
Knave, there being the King only in the Ad- 
verſary's Hands, you having the Ace and Queen 
of Trumps. 


Query, Whether ure Fon: to play the Ace. 


or Queen? 


Anſ. You — to play the Ace, becauſe it is 
9 to 8 that the laſt Player has the King; and 


if you reduce the Cards to 2 in Number, it 


then is 2 to 1 in your Favour, by, playing the 
Ace, that the King falls: The like Method 
may be — — in * Suits, uns the like 


; occalions. - Ac 


EXAMPLE 


5 Y us ſuppoſe that you have only. 2 Cards 
remaining in your Hands of any Suit, viz. the 
Queen and Ten; and let us ſuppoſe the Knave 
and Nine of the ſame Suit are in your Adver- 


11 Hands, when your Partner leads that 


N 8 * 


— 


Sait, your right-hand Adverſary plays_ the 
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Nine, and has 1 Card only remaining. 5 
« Brery, Whether your * to play _ 
geen or Ten? 

As. You ought to play your Queen, be- 


cauſe it is 2 to 1 that your Et band Adverſary | 
| has the Knave. And in all Caſes of the like 


Nature, you ought to play by this ule. 
- I would: know what is the Odds that = 


| Dealer at Whiſt holds four Trumps or more? 


Anſ. That he holds four Trumps or more is 


E to ary. ot about a Guinea to e 


and almoſt r eee 
CHAP. *XX. 


— fo the: Uſe of Billanere, of 


of the TERMS or 3 Worps | 
"nw uſe in this Treatiſe. 


FIVE SING. 


ME ANS the endeavouring to gain an 
Advantage by Art and Skill, — 


"- eonfiſts in "1% when a Card is led; and yo 


have the beſt and third beſt ho d of that Shit, 
judge it beſt to put ird beſt 
Gard upon that Lead, nd run the Riſk of 
your Adverſary" s having the ſecond-beſt of it 3 
if be has it not, which is 2 to 1 againſt 


| OE ee 


FORCING, 
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FOR CNN. 


Means the obliging your Partner or your 
| Adverſary to trump; a Suit of which he has 


none. The Caſes mentioned in this Treatiſe 
will ſhow when 1 it is Proper to fore . of 
them. 778 4 ty erin) 
LON 2 7 R UM P. 
Means the having one or more Trumps 5 in 
1 — nn when all _ reſt are out. 


8 LOOSE CARD, 

.- Meatis' a Card in a Hand chat is of no 
Value, and 3 the "properſt 10 
throw away. | 


POINTS. 


Ten of them make a Game; as many I 


are gained by Tricks or Honours ſo m 


; Teint are ſet up to the (core: of the Game. 


487 2 
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In general, it is a Sequence of any four Cards 


immediately following one another inthe 


ſame Suit. Quart Major is therefore: a. Se- 


quence of Ace, King, 1 ang. e * 


any K * 

d * ig SUINT;. PPE: 
In 1 is a Sequence of — five Cards 

immediately following one another in the 

ſame Suit. Quint Major is therefore a Se- 


quence of Ace, King, Queen, — and 


Ten, in any Suit. 
L p H 3 | 7 RE. 


W 


M Ann re 


0 ' Playing 3 
aying at any t the e means 
-_ the — your Hand in a * 
manner; that is to ſay, if you are ſtrong in 


Trumps you play one way, but if weak in 
e COTS 3 


eee eee 
FT ** when each Partner trumps a Suit, and 
3 hey pl thats Suits to one r to tyump. 
1 n ane "SCORE. 


. of Points 
ſet ups ten of which make a Game. 


_-©TENACE. | 
ng the Tenace in any Suit ſuppoſes 


Havi 
le having the firſt and third beſt Cards, and 
aa the laſt Player, and conſequently: you 
catch the Adverſa _ that Suit is played : 
As for Inſtance, __ have Ace and 
Queen of any Suit, and * at your Adverſary 
jeads that Suit, you muſt win thoſe two 
Tricks; and fo of any other pals in  Infes 


berry th 


* 5b ee 
In e e ee of any hoon Cards 
| jinmediarely following one another in the fame 
Suit. Terce-Major is therefore a Sequence of 
| Ace, King, and Queen. Wenns AT: - 


| En LF. 


/ 


K 1 : 
* 
- 


Right of your * 


the G 4 wn m_ ms. 


* 
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CHAP: XXL. + 


1 a 
fox * - 


— Anririe dl. danse er an „ 6 2 


a//ifting the Memory that 
44 W. mg . 


0 Several Caaun mat die lh. 


L 
LACE of every Suit in cram; the 
worſt of it to the Left-Hand, and the 


P 


- beſt (in Order) to the Right; and the Trumps 


in the like Order, "I to the Left of all the 
other Suits. * | 


If in the Courfe of 1 PI 17 you find you hive 
the beſt Card remaining of any Suit, put the 
fame to the Left of me Trumps. 


And if you find you have the ſecond - beſt 
Card of any Suit to remember, 4 it on the 


V 


And if you have the third-beſt Card of ; 
Suit to remember, place a ſmall Card of that 
Suit between the Trumps, and that third- beſt 
to the Right of the TR; q 


To remember your Partner's firſt Lead; 
place a ſmall Card of that Suit led ** Midft 


N 2.5 


| 
| 


—— — gl 
— — 


p 
! 


— 


— 
A. wy _ — — 
— — — 
— — — - * 
— —_— — - . 
— hs _ * 
- 


hed 


To find where, or in what Suit your Adverſaries 


— * 


% Art ThardTISE of 


of your Trumps, and if you have but one 


. NN (nth * VI. „„ 4 642 * 
Wöben you deal, put the Trump turned up 


to the Right of all your Trumps, and part 


with it as late as you can, that your Partner 

may know you have that Trump left, and ſs 

play accordingly. g. 
VII. 


Suppoſe the two Suits on your Right-Hand 
to repreſent your Adverſaries in the Order they 
fit, as to your Right and Left-hand. $38.1. 
When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall Card 
of .that Suit amongſt the Cards repreſenting 
that Adverſary ; by which means. you record, 
not only that there may have been a Revoke, 
8 alſo which of them made it, and in what 
uit. e e 4 wi 
If the Suit that repreſents the Adverſary that 
made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 
as above, put a ſmall Card of the Suit revok- 
ed in, in the middle of that exchanged Suit; 
and, if you haye not a Card of that Suit, re- 


verſe a Card of any Suit you have (except Dia- 
. . monds), and place it there. 


9 5 , | VIII. . | 
As you have a way to remember your Part- 
ner's Jud Lead, — may — in what 
Suit either of your Adverſaries made their firſt 
Lead, by putting the Suit in which they made 
that Lead, in the Place which in your Hand 
repreſents that Adverſary, at either of your 
Right or Left Hand; and if other Suits were 
already placed to repreſent them, then ex- 

change them for the Suits in which each of 
them makes his firſt Lead. | | 

The foregoing Method is to be taken when 
you find it more neceſſary to record your Ad- 
verſary's firſt Lead, than to endeavour to find 
out a Rero ke. 3 : - 


CH AP: XXI. 
The Laws of the Game Ae a | 


TY d 


| 1 plays out of his Turn, it is 
z int jon of either of his: Adverſaries 
to call the Card ſo played, at any Time in 
that Deal, prgvided it does not make him re- 
vokez or if èither of the adverſe Party is to 
lead, he may defire his Partner to name the 
Suit he chooſes to bave him lead, and when a 
Suit is then named, the Partner muſt play ie 
if he has it. N 


& Afort TRE ATI „ 


2 
No Revoke to be claimed till the Trick is 
turbed and quitted, or the Party who obs, 
or . r W played Nie. 1 


ben Tit III. „e eee 
1 a Bland happens to be made, the Ad- 
verſe Party may add z to bis Score, and the 
revoking Party, provided they are up, not- 
withſtanding the Penalty, muſt remain at 9g: 
The Revoke takes place of 28 other Score ol | 
* Game. L = 


: If any. Perſon calls: ati any Point of the 
Game, except 8, either of the adverſe Parties 
may call a new Deal; and they are at Liberty 
to conſult each other whether they wall have 

a new Deal. 5 


After the Trump Card is — no | Body 
__ nn * Partner to call. 


It the Trump Card is wes no Honours in 
the preceding Deal can be let BP, unlels _y 
were before e. | 


vn. | 
1 217 Perſon ſeparates > Card from the 
reſt, either of the adverſe Parties may call it, 
provided he names it, and proves the Separa- 
tion; but in caſe he calls a wrong Card, ei- 
ther of the adverſe Parties may once call the 
bigheſt 


RS OG 7 
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the G ANAT WHIST. ; 2 
nhigheſt or loweſt Card in any. Hoe led during 


an +a 
VIII. 


Fach Perſon ought to lay his Card before 
him; after he has done ſo, if either of the ad- 
verſe Parties mix their Cards with his, his 
Partner is entitled to demand each Perſon to 
bis Card before him, but not to ___ 
0 played any ug Card, G34 2 


If any Perſon revokes, and, before the Cards 
are turned, diſcovers it, the adverſe Party may 
call either the bigheſt or the loweſt Card — 
the Suit led, or have their Option to call the 
Card then played at any othef Time, when i 
does not cauſe a W | 

Ik a Card 3 in dealing is 8 ups it i is in 
the Option of the adverſe Party to call a new 
Deal, unleſs they, or either of them, have 
been the Cauſe of turning up ſuch Card; in 
which Caſe the W the dor 103 


If the Ace, or any other card o any Suit 
is led, and it ſhould ſo happen that the laſt 
Player plays out of his turn, whether his 
Partner has any of the Suit led or not (po- 
vided you do not make him revoke), he is 

neither entitled to e it, nor to win that 
A | ; rener 


5 - * ; * * * - 
; « * 
: : : 
* Ul * . * ot 0 o  # + ® 23 > 
0 — . 
% 9 . 


\ 


* N 4 fort TaxavIOG on 


FL 2 -_ 


7 XII. 
If a Card is faced in the Pack, they muſt 
Rn, except it is the laſt Card. mY 


None of the Players are to pres up, or look 


at their Cards, while any Perſon is dealing; 


and if the Dealer ſhould ws to miſs Deal, 
in that Caſe he ſhall deal again and if a Card 


; OT A es new Deal is to be 
called ; ' 


1 XIV. 
When a Card is ory if one of the Adver- 
Laries plays out of his Turn, his Partner is not 
to win the TVs if he can avoid it without | 


Every ought to ſee that he has 13 
Cards de dealt rot therefore, if any one ſhould 
happen to have only 12 Cards, and does not 
find it out till ſeveral Tricks are played, and 
that the reſt of the Players have their right 
Numbers, the Deal ſtands good; and alſo the 


' Perſon who plays with 12 Cards is to be pu- 


niſhed with each Revoke, in Cafe he has made 
any; but if any of the reſt of the Players 
ſhould happen to have 14 Cards, i in that Caſe 
the Deal i is void. 
XVI. 


11 any Perſon throws his Cards upon the 


Table with their Faces upwards, upon Sup- 


tion that he has loſt the Game, if his 
BB tner does not give op the Game, the Ad- 
verſaries 


A 


e Cans of WHIST. ty 


verſaries have it in their Power to call any of 
thoſe Cards; when te be c proper, . une | 


top n Kihe Oihs arty revoke: a 14 
| 4 ern q 
TEES ©, - 

4 ond B are Partners againſt C * 95 5 4 
leads a Club, his Partner B plays before the Ad- 
verſary C; in this Caſe D has a Right to play 


| before bis Partner ba becauſe B enn one 1 


his Turn. 
PRs , OO (P1044 
If any Perſon is ſure of winning vole Trick 
in his Hand, he may ſhew his Cards upon the 
Table; but ſhould ſo happen that he has 
any loſing Card in his Hand, he is TG NN 
to have l his Cards called. | | + A 


XIX. 
No Perfon ought to aſk his Partner whether 
he had played an Honour, while the” Cards 


are playing. xX. 


A and B are Partners nk Gala! D; ; 4 
leads a Club, C plays-a Spade, B plays the 
King of Clubs, and D plays a Club; Cdif-. 
covers he has revoked before the Frick is 
turned. by 1 bo 

ery, What is the Pena 

Fe uf take up his Card es and fo may 
D, and either A or B have it in their Option 
to oblige C to play the higheſt or the loweſt 
Card of the Suit led. 

XXI. 


A bort Tx EATISE on 


1% ase XXI. 
f any Perſon calls at the Point of z, and 
hi Partner anſwers, and both the oppoſite 
Parties have thrown up their Cards, and it 
appears that the other Side had not two b 
ondurs; in this Caſe, they may conſult wit 
one another about it, and are at Liberty to 
Rand the Deal or not. K 
N. 410 81 | XXII. N 
ind if an Body anſwers when he has not 
an Honour, the adyerſe Party may conſult with 
one another about it, and are at Liberty to 
pa the Deal or not. IH 
ih. Sos 31 XXIII. 


No perſon may take new Cards in the 
Middle of a Game, without the Conſent of 


all Parties. / 
| XXIv. AE 
The D ler ought to leave to view upon 


play; and after he bas mixed it with 


— What Card is turned up, but may aſk wh 
Trumps: This conſequence attends . = 


Card, which he otherwiſe might have done. 


End of the GAM R of WHIST,. 


Co Table his l Card, till it is his Av 
0 


bother Cards, no Body is entitled to dema a 


; Law; that the Dealer cannot name a wrong 


\ 


T R E A T 1 8 E 
On, the GAME of | 


QUADRILLE; 


SHEWING 


The Odds of winning or loſing moſt Gaus 
that are commonly played, either by calling 
a King, or by playing Sans Prendre. 


"Il which are added, 5 
The LAWS of the GAME. 
\ The FounTu EpriTioN; 


By E DMoND HorYtLE, Gent. 


on 


4 
+. 
- 4 
— 


* 
= 
- 

— 

„ 


9. 


r ——— —— 4 


— *. _ 


eee A SHORT 


T R E A ＋ 1 8. * 
on the GAME ef 


QUADRILLE 


CHAP. 


85 Brcnusg a Learner may * at a loſs to 
| know the Rank or Order of the Cards, 


when Trumps or not, the two n Ta- 


bles ſhew them. 
The Rank or Order of the Cards when nt 
*Trumps, 
Clubs and Spades. Hearts and Diamonds: 
King, King, 
cen, .: Queen, 
Knave, Knave, 
Seven, Ace, 
Six, Duce, 
Five, Three, 
Four, Four, 
Three, * Five, 
-© Duce, : *. 
en, 
| In all 9. * ae 
$7 In all 10. 


\ 


90 A fort TA ATI on the 


— 9 ++ 


9 'The Rank and Order of the Cards ew” 


Tump. * 


Clubs;and Spades. | Hearts andDiamonds. 

8 2 the Ace Spadille, the Ace 06 

pa 9 | Opa 22. of 

__— th Duce of we the Seven of 

x Spades or-of Clubs, res, ro Pr 

4 Clubs, | + 
Baſto, the * of Clike, 
: I Punto, thedce of Hearts 
R | 1 | 12 of Diamonds, 

, Gan | f [7.0 Ol 

Queen, , 

*' * [Knave, Kunave, 989 
Seven, Duce, 1 
Six, Three, + Ta 

Five, Fgqur, < 
Four, "Five, 

; Three, : Six, 4 

In all Aten 2 (hug all 12. 


You may Cans by the foregoing Tables, 
that Spadille and Baſto are always Trumps; 
therefore the red Suits have one es more 
than the black. 
| There are three Matadores, VIZ, Spadilt, 
Manille, and Baſto. 5 
| Therefore, if an ordinary · Trump is led, 
4 you are not obliged to play a Matadore upon it; 
but if W * apd, you ſhould bold 
2 : Manille * 


I 


Ga ME: „ QUVADRIL LE. * 


Manille or Baſto unguarded, you Walt play 
it; alſo if Manille is led, and you ſhould have 
Ballo unguarded, i 1 muſt be played.” ox 34 
W 1 * a 
The Order of the falſe 27 ane, 3 


Zuni 


Clubs and Spades. | Hearts 8 Diamonds. 


Manille, the Duce of Manille, the Seven of ; 


Clubs or of Spades, Hearts or ek Dia- 
Bale Aer i momde, 
Bafto, the * 7 Club, 
Punto, the of 
? þ Hearts, er of Dad. 
1 . 3 Jing V, 
4 Ucen,. Queen, 
— 5 <4} £2: 430 
Seven,  ., (Duce,. : 
WP. 1; Three, 
Five, Fo Four, n 
Four, Five, 77812291 
Three, 7 Six, 8 | 


— — 


In alt 7 4 


1 ſee by the forepalog! Table che Order 
or Rank of the falſe Matadore. 

We generally call them falfe eee if 
we begin at Baſto, and fo F Fr e 
cer to ** mann | k 


2: 13 


In all 11. 8 


- 
a 1 * . 


. 4 1 Tan 47118 on the 
"CHAP. IL 


Giſt Thing to be done after you 
have ſeen your Cards, is to aſk leave 


to MA or play, ſant prendre; and if pou name 


A 22 5 n you muſt abide by it. 
II. 
i. Wl the Player aſs, he who 2 e 
ties Frcs to ag if he does im 
lo ke * 
In. 


The Player on be to have a fair Probabili- 
Ri of winning three Tricks when he calls a 
ng, to prevent his pov baited. © | 


f 


hy. > 
any 4 


"Therefore we vil ſet down fuch Games 
only as give a fair chance to win the Game 
by calling a King, with DireCtions at the End 
of each Caſe what Trump you are to Lead, 


Calculations ne ry to be under flood by thoſe 
uo have on nad Progreſs in the Game. 4 


1 5 


1 would know what is the Odds that my 
Partner holds one Card out of my two certain 


| Cards? 8 
198885 Anſwer. 


9 


* 


be * 


* 


| a Knave and one ſmall Card of 


Tem to win a 


Gn of QUADRILLE. 9 | 


Anſwer, That he holds one Card out of any 
to certain en > to 8 in his Fa- 
ae nn ; 70 7 0. 

a 1 WE 

1 would allo 23 whe; is the Odds that a 
my Partner holds one Card out of. _ three N 
certain Cards 

Anſwer. be holds one Card out of any 
three certain Cards: 1s about '$ to 2 in 1 
— L | | [ = A #2 ] 
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An Euplanation and eee of- the fr | 


_ going COSINE. b 


1. 1 
| "That ous Partner holds « one Card out of 
any two certain Cards. 

Suppoſe you ſhould: hold one e Matadore, it 
is by this Calculation evident, that it is 5 to 4 
in your Favour that your Partner holds one of 
the. other two, and conſequently you' muy play 
your Game accordingly. 

Again, ſuppoſe you call a King, and having | 

uit in your 

Hand, by the foregoing Calculation, it is plain 

that yqu have 5 to 4 in your Favour; that 

your Partner holds either the King or Queen 

of that Suit, and confequently you have the 
* in 171 | 


oy 1 
Ibat your a holds one | 
* three certain Cards, * 


9 A en TREATISE on the 


Suppoſe you have no Matadore, but with 
the Aſſiſtance of one of them you have great 
Odds of winning the Game; you may obſerve, 
by the foregoing Calculation, that it is about 
x to/2 that your Partner holds one of them, 
you having none. 

This Calculation may be 1 to many 

a mm very uſefal to the bee | 


© Gone in Rau, which may be played, colling | 


; King. . 


I. 
Spadille, Manille, two ſmall Hearts or Dia- 
monds, the Queen of Clubs and one ſmall 
one; and four ſmall Cards of the other Suits. 
Lead a ſmall Trump. — 
ras , re 
4 dt, Manille, two ſmall Hearts or Dia- 
monds, with the Knave and two ſmall Clubs, 
and three {malt Cards of the other Suits.” Lead 
2 {mall Trump. 75 . 
III. 


| Spadille, Maile, two ſmall Hearte's or Dia- 
and; three ſmall Clubs, and three ſmall 

Cards of the erte Suits.” aca a ſmall 
Trump. 8 = 


ax IV. 12671 4. Sov 
2 Spadille, 1 Pra: King, Queen, nnd one 
ſmall Heart or Diamond, three ſmall Clubs, 
the Queen, an n * e Spade. — DUMP. 


bo 41! by * 


— 


— 


" 
\ 
” 


Gan —— % 


dal Heart or . the Knave and two 
— Clubs, and two ſmall coupe wi Lead 4 


to. 
| 7 


Spadille, King, Queen, "IS and one 
ſmall Heart or Diamond, with the Queen, 
Knave, and one ſmall Club, and two mall 
Spades. Lead the King of Trumps. | 


Vu. 


Welte Thee, 1 Five, and 805 of 
Hake or Diamonds, King of Clubs and one 
more, Queen and two ſmall Spades; whether 
elder or any other Hand, when” you have the 
Lead play a ſmall Trump; in the ee N 


* 


= 


Manille; Bafto, * and . Hearts | 
or Diamonds, three ſmall Clubs, and the 
Knave and one Spade. Lead Manille. . 


- i | 4} IX. TETELET LID —— 
N. B. Manille, Baſto, Kigg. and two ſmall 


Hearts or Diamonds, Queen, -and one ſmall 


Club, and three ſmall Spades. Lead Ma- 
nille,” OO 


* A AA en 
V. B, Manilte; ws re 


ſmall Hearts or Diamonds, | Queen, and two 
fmall Clubs, Knave, and one Spade. Lead | 


Manille.,. 


1.1 XI. +; Net 


Mantle, Baſto, with the three ſmalleſt Hearts 
or Diamonds, Queen and one ſmall; Club, 
Knave and two FRY Spades, * a {mall 


Twp 7 11 ee, nn 


N. B. Manille, Purits: King, and two ſmall 


Hearts or Diamonds, Queen, Knave, and one 


mall Club, King and one fmall Spade. TM 
Manille, . 
. XIII. nnn 
-Manilte; Punto, 


n, and two ſmall 
- Hearts or Diamonds, Queen, and one ſmall 
Club, King and two ſmall n Play a 
{mall 1 4 


— 


=. Manille, Mato, and three ſmall Hearts or 


Diamonds, Knave and one ſmall Club, King, 
Queen, and one n __ ay" a nal 


. A 


e _ __ four ſmalleſt Hearts or or 
| Diamonds Queen, and one ſmall Club, 


1 ; 


Queen; 


ing, ; 


. f 


ll f QVADRILLE. / 9 
Queen, and one ſmall Spade. Play a ſmall 
Trump. wats 5 | 
FA e 

N. B. Baſto, Punto, King, and two ſmall - 

Hearts or Diamonds, King and Queen of 

Clubs, Queen, and two ſmall Spades- Lead 


Baſto. * i 
N. B. Baſto, Punto, Queen, and two ſmall 
Hearts or Diamonds, Queen, Knave, and one 


mall Club, King and Queen of Spades. Lead 
Baſto. | 1 8 


. 
* 
* 


VN. B. Baſto, Punto, and three of the ſmatl- 
eſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. : 
Baſto, ond the four 2 Hearts or Dia- 
monds, King and Queen of Clubs, Queen; 
Knave, and one al Spade. Play li 
Trum. N 


T 


=- 


N. B. Punto, King, Queen, and two ſmall 
Hearts or Diamonds, King. and Queen of 
N Queen, Knave, and one Spade 


Punto. | 3 
"TH 1 XII. 


-y 


8 A. bert Tama TIE en the 
XXI. 


Diamonds, King and Queen of Clubs, Queen, 


. and one ſmall Spade. Play a ſmall 
rump. _ 
You are to obſerve, that thoſe Caſes which 


Games to play, and that you have the Odds 
of your Side, to win . which are not mark- 


ed. 
4 HAAR m. 2 
Games i in Black, which ma y be TR calling 2 
King. 


Sr ADL. Manille, and two ſmall Clubs 
Spades, the Knave, and two ſmall 
Hearts, and three ſmall Diamonds. 1271 a 

6 {mall — 


II. 4 : ; | 
x B. Spadille, Manille, and two ſmall 


Clubs or Spades, Queen, and two ſmall Hearts, 
and three ſmall Diamonds. Lead a ſmall 


rump. 
87 Ws 


ow Lead a ſmall Trump. Fon 


— 


x "WE King, and three ſmall Hearts or 


are marked thus, N. B.), are very good 


Spadille, Manille; and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Dia- : 


* 


or 


A 


Gaus of QUADRILLE gg 

| 1 79 
N. B. Spadille, King, ueen, and two 
ſmall Clubs or Spades, with the Queen and 


one ſmall Heart, three ſmall Diamond. Lead 
the King of Trumps. 


V. | 1 
Spadille, Live, Knave, and two ſmall cl ubs, + 


Queen, and two Diamonds, two ſmall Hearts. 
Play a ſmall Trump. 


* 3 | | Lo 
Vi. 


Spadille, Queen, and three ſmall Clubs ot | 


Spades, Queen, and two ſmall Hearts, two 


ſmall ONT Play a ſmall Trump. 
LEES VII. 


' Spadille, and the four ſrmalleſ Clubs or. 


Spades, King and one fmall Heart, Queen and 


two ſmall Diamonds. Play a {mall rump. : 


7285 "oy VIII. 
Manille, Baſto, King, and two 3 Clubs 


or Spades, three ſmall Hearts, and two ſmall 


Diamonds. Lead Manille. 


IX. 


Manille, Baſto, Queen, an tat) Clubs. 
or Spades, three ſmall Hearts, Queen, and 


one {mall Diamond. Lead Manille. 


WY X. 


— 


| 


q 


* 


* Afort Tara T1 on the 


PLE . 
- Maniille, Baſto, Knave, and two ſmall Clubs 
or Spades, Knave and one Heart, three mall 


Diamonds, Lead Manille. 


nth XI. 
Manille, Baſto, and and three ſmall Clubs or 


| Þ. Queen and-two ſmall Hearts, Knave 


and one {mall Diamond. Lead Manille. 


XII. 

N. B. Manille, — "0 and two fall 
Clubs or Spades, King, and one ſmall Heart, 
Wal Knave, and one ſmall Diamond. Lead 
ile. ; 4442 IP 


N * 18 XI. 
N. B. Manille, King, Knave, and two 


. Final Clubs or Spades, King and one ſmall 
- Heart, Queen md two ſmall 
Manille, - 


iamonds, Lead 
SR 


5 Manille, King, and three ſmall Clubs or 


ades, Queen, and two ſmall Hearts, King, 


and one ſmall Diamond. Ty a W - 


h . and the four ſmalleſt Clubs or 


Spades, King, Queen, and one ſmall Heart, 


| to — Diamonds. Play * Trump. 


\ , 


* XVI. 


* 


\ 
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2 
* 


N. B. Baſto, King, Queen, and two ſmall 
Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto. 


N. B. Baſto, King, Knave, and two ſmall 
Clubs or Spades, Knave and one Heart, King 
and two ſmall Diamonds. Lead Baſto. 


XVIII. ua, 


VNV. B. Baſto, King, and three ſmall Clubs 
or Spades, King and Queen of Hearts, Queen 
and two ſmall Diamonds. Play a ſmall 


Trump. OY 
Baſto, and four of the ſmalleſt Clubs or 


_- 


Spades, King and oe of Hearts, Queen, | 
all 


Knaye, and one ſm 
Trump. | 
VN. B. King, Corn Knave, and two ſmall 


Clubs or Spades, King and Queen of Hearts,, 
Knave- and two ſmall Diamonds. Lead the 
King of Trumps. De a , 
ee XXI. 


King, Queen, Seven, Six, and Five of Clubs 
or Spades, King and Queen of Hearts, Queen, 

33 and one ſmall Diamond. Lead the 
3 ing of Tru | > ; | - 

ds hs LS. 


* 


iamond. Play a mall 


163 4. flirt 1E A116 on the 


| 1 are to obſerve, hat thoſe Caſes which 
Are marked thus, (NV. B.), are very good 
= to play, and you have the Odds of your 
by to win thoſe Which are not marked. 
. You are to call to your ſtrongeſt - 
og . you have a Queen guarded. And 
if you are "elder Hand, you have a fairer 
Chance to win the Game than if middle Hand, 
b̃becauſe you have an Opportunity of leading 
2 Trump, which frequently makes Coe" Ad- 
ne Play againſt each other. : a : 


CHAP. TV. 


Cans ee! ſewing the Players Be Oats 

ef winning the following Games at Q- 
> _ . DRILLE, fans prendre; and alſo ſuch Games 
as e not to ol ſans prendre. 


Gamer in Black, Elder Hand: 
1. L 4 


| Tobe Matadores in Clube, King od 
Six of Diamonds, King and Six of 
o 


Hearts, King, Five and Six of Spades. Play 
Trumps to all the elder-hand Games. Tue 
above Game wins 27 to 4. | 


Wt. tf: x 
Three Matadores and the Three of Clubs, 
4 and Six' of Diamonds, King and Six of 


Hearts, and two ſmall Spadgg. The above 
* wins 5 to Wa, or "_ 4 to 3. 


* f * 
8 
= 
* f 4 * 


G ef QU ADRILLE iy 
| 5 NI. l | 
three ®Maradores, Three and Four of 


 Qlabos King and Six of Diamonds, three ſmall 
Hearts. Wins 291 to 86, or above ro to 3. 


W. 
Three Matadores, with the Three, Four, 


and Five of Clubs, two ſmall Diamonds, and 
two ſmall Bens Wins near 10 to 1. | 


i Abs. YA 
Spadille, Manille, King, Knave, Three and 
Four of Clubs, two ſmall Diamonds, two 
ſmall Hearts. Wins 4895 to 3022, or r about 
8 to $5 4 
VI. 1 
Spadille, Manille, Kin ng 3 Four and 


Vive of Clubs, two ſmall iamonds, two ſmall 
Hearts. Wins about 8 to 8. 


T7: 1 


Spadille, Manille, King, Three and Four 
of, Clubs, King and Six of Diamonds, and 
| three ſmall Hearts. Loſes 1 1514 to 1125, ot 


about 4 to . | 
VIII. 


Spadille, 'Manille; Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
ſmall Hearts. "Loſes I 816 to 1125, or about 
4 to 3. 


4 


: 


14 | A. foort TAE 4718 K on the 
7 Spadille, Manille, Three, Four, and Fire 


of Clubs, King, and one ſmall Diamond, and 
three ſmall Hearts. Loſes 2234 to 405, or 


about 11 to 2. 


_ Three falſe Matadores and Three of Clubs, 
King and Six of Diamonds, King and Six of 


Hearts, King and Six of Spades. Wins 21g 


| © "above 10 to 3. 


above 8 to 5. 


to 162, or about 4 to 3. a ” 


133 x2 


Three falſe Matadores, Three and Four of | 
Clubs, King and Six of Diamonds, King, 
Six and Five of Hearts. Wins 291 to 86, or 


| « Y= XII. . . 8 
Three falſe Matadores, Three, Four, and 


Five of Clubs, King and Six of Diamonds, 


two ſmall Hearts. Wins 1025 to 106, or near 


10 tO I, 


Manille, Baſto, Queen, Three, Four and 
Five of Clubs, King and one ſmall Diamond; 
two ſmall Hearts, Wins 4895 to 3022, or 


| XIV. 1 | | 
Manille, Baſto, *Knavey Three, Four and 
Five of Clubs, King and one ſmall Diamond, 


? 


- Gain f QUWADRILLE. roy 


two ſmall Hearts. Loſes 4162 to 788. or ale 
| moi 10 td 9. 1 


Spadille,- Three, Four, Five, and Sin of 
Clubs, King and one ſmall Diamond, King 
of Spades, King and one ſmall Heart. He 
mult lead a ſmall Trump, and his Chance then 
for winning is 1749 to 890, or near 2t0.1 for 


| mn. 


| 81 adille, Three, Four, Five; Six, n Seven 
of Clubs, King and one Diamond, King of 
Spades, and ing of Hearts. Wins about 

275 to 2. 


c HAP. V. 
Gamer in Red, Elder Hand: 


J. F 3 


HREE Matadores in Hearts, King, and 
one Diamond, King and one pade, 
King . and- two. Clubs. Wins 24 to 11, or 
about 2 to . : f 
ö II. 5 * | 


Three Matadores and Three of Hearts, King 
and one ſmall Diamond, King and Queen of 
Clubs, and two-ſmall Spades. Wins 7010 to 
1661, aboye 4 to 1; beſides the Chance that 
his Kin gs and Queen paſs, though he ſhould 
not ſerch out all the W 6 


4 
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Three Matadores and Three and Four of 


Hearts, King and one ſmall Club, and three 
Diamonds. Wing OW 4 to 3. 


W. a 

Three Matadores, Three, Four, and Fire 

of Hearts, two ſmall Diamonds, two ſmall 
he Wins 291 to 86, or above 10 * 3. 


mo 

podle Manille, Punto, Queen, Three _ 
and Four of Hearts, two ſmall Diamonds, and. 
two ſmall 'Clubs. Lotes * to 1339, or 
above 5 to 4. | 

 Spadille, Manille, Punto, Three, . and 
Five of Hearts, two ſmall Diamonds, two. 
ſmall Clubs. Loſes 1514 to 1125, or above 
5 4 to Jo To ; ; 1 *4 
755 4 VII. ! | 

Spadille, Manille, King, Three, Four, and 
Five of Hearts, two ſmall Diamonds, two 


fmall Clubs. 1 278 to 99, or on 14 
* I | | 


vw. - 


Spadille, Manille, Three, Four, Five, and 
Six of Hearts, two ſmall Diamonds, two ſmall 


* 
* 
_— 
7 


Clubs. Loſes Wye 3 to 1. 


4 


*” 
. I 1 
4 — 
| * 
* 


® 


Gans f QUADRILEE, 10% 
Spadille, Manille, Three, Four, Five and 
Six of Hearts, King and one Club, two ſmall 


Diamonds. Wins 1845 to 794, or above 9 
| to 4» r IPG 1 x 


hy! 

| Spadille, Manille, Two, Three, Four, Five, 
Six of Hearts, two ſmall Diamonds, one ſmall 
Club. Wins above 9 to 1, nearer 10 to 1. 


d4T 


Four Matadores in Hearts, King and two 
ſmall Clubs, King and two ſmall Spades. 
Wins about 16 to 1. That he fetches out 
the Trump is 7206 to 1465, near 5 to 1; be- 
ſides the Chance for his King's paſſing, though 
the Trump ſhould not fall. 5 


9 | — 


Three falſe Matadores and thlce of Hearts, 
King.and one ſmall Club, King and one Dia- 
mond, King and one ſmall Spade. Loſes 
5791 to 2880, or above 2 to 1. 4 


Three falſe Matadores, Three and Four of 
Hearts, King and one Club, King _ two 
Spades. Wins 215 to 162, or about 4 to 3. 


* „ | XIV. 


/ 


* 
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XIV. 


Three ale Matadores, Three, W and 
Five of Hearts, King and one ſmall Club, 
two e Wins * to 86, or _— 


10 to 3. xv. 


i Three falſe Matadores, with the Knave, 
the Three, Four and Five of Hearts, one 
Imall Diamond, two ſmall Spades, Wins 
1025 to 106, near 10 to 13 but vou are to 
Tuppoſe the Lead is to come into your Hand 
a ſecond Time, without trumping with a. 
* 
XVI. 
| 


Three Falſe Matadores, with the Queen, 
the Three, Four and Five of Hearts,” one 
Tall Diamond, two ſmall Glens: (9s the 


former) wins near 10 to 1. 
XVII. | 


Manilte, Baſto, King, Three, Sha and 
Five of Hearts, King and one Diamond, two 
Tmall Clubs. Loſes 1514. to, 1125, or _ | 


4 to 
af XVII. 


Manille, Haſto, Queen, Three, Four and 
Five of Hearts, King and one Club, two ſmall 
Spades, Loſes 27800 99, or gear 3 to . 


8 0 | 
f - % f 0 * . 
m n R £ a % ; - 
& 2 Y 1 1 * 5 
Gums 9 | "Oy * 
7 8 4 . 
XIX. 7 ao 27 x. IM 


8 Ante Bafto, Thee, a 
f Hearts, King ant one Diamond, two 1; 
| pcm MINER. cor ee b 


$4 
. 
, A * 


--Bpaililie, | Jay Three, Four, . and Six 

of Hearts, King and one Diamond, King of 

Spades, and the King of Clubs. That he 

fetches out three. Trumps by playing Spadille, 

is — 2. 1, and conſequently ADOVE 4 tor, 
XXI. 


e Three, Four, Five and Six of 
Hearts, King and one Diamond, King ard 
one Spade,-and the King of Clubs. 

That three ſure” Tricks in Trumps ly 
againſt the Player is 1384 to 1255, and con- 
ſequently the Odds is againſt his winning the 
ame. 

I be plays the Game, be muſt begin with 
leading a ſmall Trump; for if he plays 1 
Wille, he has no chance at all. 

At his ſecond Lead he ought to play Spa- 
dille, having the faireſt Probability of winning 
the Game by that Method of Pla 

In all the Games of Falſe 1 
have ſuppoſed the Player i is not orer· ruffed be- 
| * N 


N 3 N. . 


Cong! 
, N '%.- 


to call a King in ſuch a Caſe. 


| Game, either elder. or Younger, 
idle Hand, * 50% bite e! 


"# 


tis t Fü AT ier mth”? 


N. B. If you ſhouldhave a Sans. prendre 
Gans, and. it ſhould be 5 to 4 for winning it, 
are bo Geber this the calling a King 
dkes'it a fure Game won, beſides the Chante 


of winning u Yo/e and therefore, upon a ſtrict 


Calculation, it is found to be more adviſeable 


a weaker 


N. B. A good Player may pla Thy than 


«of 10 . eee 


CHAP. ent Math 42 238k 
Laws af QVABRILLE, oe 
> 


* 


R 


nn names any Suit for Trumps 


he muſt abide by it, though it "—_ 


n! to be his ma Suit. 


$8 7 WM; | P 
11 2 Card 3 to be ficed i in dealing, 


n nan 


N ee ee nn ene 


If you ex wich denen n Cards, you are 
baſted;- 3 | Iv 5 


If you ay. 28 prendre, or have Mata- 


dores, you are to demand them before the next 


Dealer has finifted his Deal, otherwiſe | 
loſe che — of _ | F 


| v. 


— 


S err 1 les Kd Ve Th 
ny! Body. names his Trump without al- 


IE; 


ing leavey he is obliged to play e 


unleſs he is the younger Hand, and 
have paſs d. * vi. a 


9 4 
— . = 
” 1 : - : 


If any Body plays out of ; his Turn, that 
Card played may be called at any time in that 
Deal, provided he does not revoke; or the 
Adverſaries may demand the Partner of him 
who played out of his turn, or his own Part- 
ner, to play any Suit he thinks fit. 
n 
er ht alien it. 
After the Game is won, if the Perſon who 
won the fixth Trick plays a ſeventh Card, he 
is obliged to play for the Yole. 4 


* * 
* %, 0 = o * 
* * 


the reſk 


* 1 


” % zl enn 93 1538): x; 
If you have four Kings dealt you, you a 
at liberty either to call a Queen Apts = . 
your Kings, or to call one of your Kings ; but 
you are not to call the Queen of Trumps: 
I egi UG 39 ; | YG: 05,7 me +. 
Ik any Body ſeparates a Card from the reſt, 
be ought to * it, if the adverſe Party has 
keen it, unleſs he plays Sans prendre. 


L2 . 


* 


\ 


- 


ww 


* 


zo OY 
<2 ue Ning m plays out 
A Nepi 
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a 


Ma 7 g 


No 3 is to be bafted for a 1 oo 
unless Lock Trick is turned and 


any Perſon; renounces, and it ih di 
if the Payer 


If 8 
ders 


ile is forced to | play, be bh | not 
TE Aer ä 


T 117 70 fr Fcoge 


+ $344 51 "1 


Whoever undertakes playing the Yole, has 
the Preference of - ng before wm who 


ates * DOD 
KNV. 


If all Parties . to it, before «ou begin 
to play, let the Perſon have the Preference of 
playing who plays for the moſt Tricks; 


©, * which with prevent LY Co 


/ 


* 


Seer 33g 
* XV. 4 


The Playbr is entitled to fm UPTO 
big n. before he declares ww the Pale. a 


. * 

. 1 XVI. 4 
- When Gx Tricks are won, VI * ne? 
the ſixth Trick ought to ſay, I play the Pole; 


or I do not play the Fole; NETS 
Mane elſe. 


N. TE: 


* 1717 
8 1 


wv He abe wins the Volsis'to take double the 
Stake played for out of the Fool. FINE 


XVII, 
He who aſks Leave, (if elder. Hand), may 
play Sans prendre, in Preference U any of the 


other Players. 


5 dig dera, l aureg® 7 
yourſelf,” but muſt win fix Tricks. may 17 cal 
2 et: Xx. #33 C15 ts 


2 u play the King ſurrendered, he muſt 
x Tricks who Torrey 11 © King 0 _ FP 


Body. 1389139 i ' 
XXI 


8 He who has paſſed once, (unleſs he 1 . 


lle), h h lay afterward 
Boho af te aig 


THIS: Bode, 


uh A eee ene 
- 8 


\ 


to play ales foe) Body elſe plays b. 
; grendre. - IF 


c #2 th I. A 2 
kr the Player, a hie Friend, ſhew their 
before they bare wan; 5E Tricks, the 


drerſ ics may ther ard a they leaſe, 
ſpecify each Card- 


a | XXIIE 
. * — 


| Whoever tas ated Leer cannot phy Een 
ede, unleſs ne ig forced. 

{You are” at Liberty to look 20 

hen you are to lead, bat not ocherwiſe. | 


7 


1 laying for 
* plying For the Fil 
Stakes Sans prendre, and Matadores if he b has 


A them, having won hig — 4 
' _ Tt TT Di er 5 | ren Wu 

V ² ˙ tc Golf oh oy 
Forced Spadille cannot play for the Poles 


= 15 ae rar. 


ol y > 3 
— 
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If there happen e the 
fame Sort, and found out before the Deal is 


ended, the Deal is void, but not otherwiſe. 
Ede — | 


No Body is to declare how . 
* played out. 


Wn - * I 
, \ 5 2 XX. . N27 


He who plays, and does not make 8 | 
Tricks, is to be baſted alone, unleſs he plays 
forced Spadille. 15 


þ 


End of QUADRILLE; 
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| 2 A SHORT by 
= R E 7 We I 8 E 
Fs On the GAME of 


PIQUE T; 


DIRECTING, 


With moral Certainty, how to Yiſcard any 
Hand to Advantage, by ſhewing the Chances 


of taking in any one, two, three, ** or 
ſire certain Cards. 


CouryTtariONs for thoſe who bet their 
Money at ny GAME. 


ALSO 
The LAWS of the GAME. | 


To which wn aa, ] 


Some RuLEs and OBsERvaTIONs for play« 
ing well at CHESS. 


The Fouxrn e 


By EDMONMDVHe TTL x, Gent. 
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20K Cath 10 er? 202 obs 1291-7. 120 I'S 


4 
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e RvLzs for ploy at DIQUET." 7 


ov are to FOOT b the Stages of 
Y Game; what 1 * 5 by ek Pe 
when' you are backwards in he Game, or be- 
wg 958 Adverſary, you are to play a puſhing _ 
ame, otherwiſe you are to make twenty= 
ſeven Points Elder-hand and thirteen Pointe 
Younger-hand ; and you are always to com- 
your Game with your Adve ary's, and 


Wet 9 


at. 4 „ 


1 . Hag: e: 1 10 
we 


U. 4”; 

You are to diſcard in ExpeQation. of Wille 
ning the Cards, which is ſo eſſential a Part of 
the Game, that it generally makes twenty- 
two or twenty-three Points Difference; there» 
fore you are not to diſcard for lou Duatorze, 


loch as three Queens, three Knaves, or three 
| Tens; 


—Y 


ſucceed 


. certain Cards; therefore, ſuppoſe you 


— 
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2 * 4s 


Tens; becauſe, in any gf theſe Caſes, the Odds * 


are three to one, Elder hand, that you do not 


let us ſuppoſe/you thould go foria 


d; 
ens, and 


— 


uatorze'of Queens, Knaves, or 


throw out an Ace or a King; by. ſo doing you 


run the Riſk of lofing above twenty Points, in 
jon of winning fourteen Points. © 
At the beginning of a Party you are to 
play to make your Game, which is twenty- 
even Points Elder-hand, and thirteen Points 
Tounger- hand; therefore, ſuppoſe you are 
Elder-hand, and that you have a Terce- Major, 
and the ſeven of any Suit, it is fave; to two 
but that you take in one Card out of any four 
ſhould 


naves, or three 


have three Queens, three 


Tens, you are in this Caſe to diſcard one of 


them ce the Seven of ſuch a Suit, 
becauſe it is thre | 

in any one certain Card, Elder-hand,-to make 
you a 'DPuatorze, and conſequently you dif- 
card the Seven of ſuch a Suit to a great Diſ- 


_ advantage. ys 


If your Adverſary is greatly before you in 
the Game, the Conſideration of winning the 


Cards muſt be put quite out of the Queſtion ; 


therefore, ſuppoſe you ſhould have a art to 


a Queen, ora Neart to a Knave; in which 
EE enn * Cab 


and ſeventeen to three, Lounger- 


to one that you do not take 


* , 
nd ff FS wc oo 
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Caſe it is only about five to four, being Elder- 
hand, but that you take in a Card to make 
you a Punt, and about three to one but that 
you take in a Queen, a Knave, or Ten; and 
ſhould you have three of either dealt you, it 
is good Play to make a Puſh for the wail 
particularly if it is ſo far advanced as to give 
you but little Chance for it in another Deal; 
and in this, and other Caſes, you may have 
_—_ to the Calculations aſcertaining the . 
fo | P's 


| r V. " 
To gain the Point, generally makes ten 
Points difference; therefore, when you diſcard, 
you muſt endeavour to gain it, but not riſk the 
loſing of the Cards by ſo doing. , 


The ſaving of your Lurch, or the lurching 
of your Adverſary, is To material, that yas. 
' ought always to riſk ſome Points to accompliſh ' - 
either of them. bf . Ein. 


* 


ug 

Tk, VI . 

/ If you have fix Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards your Adverſary 


has laid out. 
: * 2 


— } b: | 
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'Tf jou are greatly advanced in the Game, 


as ſuppoſe you are eighty to fifty, in that Caſe 


it is your Intereſt to let your Adverſary gain 


two Points for your one as often as you can, 


eſpecially if the next Deal you are to be Elder= 


hand; but if, on the contraty, you are to be 
Younger-hand, and are eighty-fit to 1 or 
fixty, never regard the loſing two or three 


Points for the gaining of one, becauſe that 


Point brings you within your She w. 


4-3} : | IX. N 7 
The Younger- hand is to play upon the 
Defenſive; therefore, in order to make his 


thirteen Points, he is to carry Terces, Qlarte, 


and eſpecially to ſtrive for the Point; but ſup- 
poſe him to have two Terces from 'a King, 


Queen, or Knave, as it is Ay ey Fre to 
_ twenty-eight that be ſucceeds, he having in 
that Caſe four certain Cards to take in to make 


him a Quart to either of them, and, perhaps, 


thereby fave a Pigue, &c. he ought preferably 

to go For that which he has the moſt, Chance 
to ſucceed-in : But if, inſtead of this Method 
of Play, he has three Queens, Knaves, or 
Tens, and ſhould attempt to carry any of 
them preferably to the others, the Odds that 
he does not ſucceed being ſeventeen to three 
_ againſt him, he conſequently diſcards to a 
_ great Diſadvantage. © 


* 
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OY W | 1 

The Elder or Younger-hand is ſometimes 

to fink one of his Points, a Terce, or three 

Kings, Queens, Knaves, or Tens, in Hopes 


of winning the Cards; but that is to be done 
with Judgment, and without heſitating. 


XI. 


It is often good Play for a Tounger- hand 
not to call three Queens, Knaves, & c. and to 
ſink one Card of his Point, which his Adver- 
ſary n to be a Guard to a King or 


accn. - 
WV XII. 


| _ The Tounger- hand having the Cards equally 
dealt him, is not to take in any Card if 
thereby he runs the Riſk of loſing them, un- 

Jeſs he is very backward in the Game, and has 
then a ſcheme for a great Game. | 


- : * 
XIII l 5 7 
4 4 
* - 


If the Younger-hand has a Pröbability of 
ſaving or winning the Cards by a deep Diſ- 
card; as, for Example, ſuppoſe. he ſhould 
have the Kings Queen, and Nine of a Suit, 
or the King, 


- 


> 


| nave, and Nine of a Suit; in 
this Caſe, he may diſcard either of thoſe Suits, 
with a moral Certainty of not being attacked 
in them; and the Odds that he does not take 
in the Ace of either, of thoſe Suits bein 
he ARE, M 2 | agal 


LY 
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againſt him, it is not worth his while to diſcard 


- otherwiſe in Expectation of ſucceeding. 


l The Younger-hand having three Aces dealt 


him, it is nnn Play to throw out 
the fourth Suit. I RE 

; | XV. . * — 
722 The Younger-hand is generally to carry 
Guards to his Qneen-Suits, in order to make 
Points, and to ſave the Cafds. | 


When the Younger-hand obſerves that the 
Elder-band, by calling his Point, has five Cards 
which will make five Tricks in Play, and may 
have the Ace and Queen of another Suit, he 
ſhould throw away the Guard to that King, 


\ 


the Cards. 
þ 1 XVII. ko > 


Ik the Elder-hand has a Quart to a King 
dealt him, with three Kings and three Queens, 


bel (winding the King to his Quart), and that 


e is obliged to diſcard, either one of his 
Dart to the King, or to diſcard a King or 
Veen. | | rg on e 
"Query, Which is beſt for him to diſcard ? 
2 * Anſwer. 


＋ 


: _ eſpecially if he has put out one of that Suit, 
h which will give him an even Chance of ſaving 


1 
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Anſwer. The Chance for taking in the Ace 
or Nine tohis Quart to a King; being one out 
of two certain Cards, is exactly equal to the 
taking either a King or a Queen, having three 
of each dealt him; therefore he is to diſcard 
in ſuch a Manner as gives him the faireſt Pro- 
badility of winning the Cards. 


The foregoing Caſe may be a general Di- 
reCtion to diſcard in all Cafes of the like Na- 
ture, either for the Elder or Younger-band. 


XVIII. 


-Suppoſe the Elder-hand has taken in his five 
Cards, and that he has the Ace, King, and 
 Knave of a Suit, having diſcarded two of that 
Suit: He has alfo the Ace, King, Enave, and 
two ſmall Cards of another Suit, but no win- 
ning Cards in the other Suits 

© Duery. Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? A 
-- Anſwer. He is always to play from the Suit 

of which he has the feweſt in Number; be- 
cauſe, if he finds his Adverſary guarded there, 
the Probability is in his favour that he is un- 
1 1 in the other Suit; and ſhould he play 
from the Suit of which be has the moſt in 
Number, and finds his Adverſary's Queen 
arded, in that Caſe, he has no Chance to 
| fave or win the Cards. n 
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= { XIX. f 3 b 
5 Ie the-Elder-hand i is ſure. to make the Cards 

nal, by playing of them in any, particular 
nner, and is advanced before his Adverſary 
CY - Inte Game, he is not to riſk the lohng of 
them; but if his Adverſary is, greatly before 

him, in that Caſe it is his intere 3 
loſing of the Cards, i in Expectation of winning 

- — them. 


ww 


"2 CHAP. II. 
Particulur RurEs and 8 


— 
— 


I. 

Suer OSE you are Eider-band; and that 
you have dealt, you. a vart- Major, with 
«be Seven and Eight of Clu ds, the King and 
Ten of Diamonds, the ing and Nine of 

Hearts, with the Ten and Nine of Spades. 
2 Whether . you are to leave a Card, 
rying the Quart. Major and two more 
> . = ame Suit for the. Point, with two other 
"0 5 * or to throw, out one Card of your 

oint?. 
Anſuer. II you throw out one Card of your 
Point, there is a poſſibility that you reckon 
. only five Points, and that your Adverſary may 
Win the Cards, by which event he gets eleven 
Ne beſides his three Aces, &c. which 
ives. you a bad Chance for the Game: But, 
* leaving a Giro, and. admitting * 
F ar 


o 
- ; 


riſk the 


2 . 
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Card of Conſequence lies in the five Cards 
,which , you are entitled to take in, it follows, 
that you have four Chances to ene againſt 
„leaving that Card, and conſequently it is your 


Intereſt to leave, a, Card z. the Odds are allo 


greatly in your, Fayour,: that you take in ſome 
— of the following Cards in your four Cards,, 

viz, there are two to your Point, three Aces, 
and one King. | | 

85 . 


XK you ſhould happen to have: the Ace, 


| King, and four ſmall Cards of- ang Suit, with | 


3 vou: But if you fail of taking in the 


— 


two other Kings, and no great Suits, againſt. 
yo. the like Method. of the former Caſe may 
practiſed. 


N 


Suppoſe you ſhould have the King, Queen, 
. opt the ſmalleſt Clubs, Ta, Kiez and 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. 
Query. How are you to diſeard, with a Pro- 
: bability of making the moſt Points ? 
Anſwer. Tou are to throw out the Queen 
and four' ſmall Clubs, and to carry three entire 

Suits, with the King of Clubs; for this Rea- 


ſon, becauſe the Chance for your taking in 


the fourth King is exactly the ſame as the 
Cbance of taking in the Ace of Clubs; in 
; Cither of which caſes it is three to one againſt: 
fourth 
King, by diſcarding thus, you bave a fair 
Chance to win the Cards, which will probably 
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make twenty- two Points Difference - But 


ſhould you diſcard with an Expectation of 
taking in the Ace of Clubs, and ould hap- 

n 55 fail, you being obliged to throw out 
= me of your great Cards, you would have a 
very diſtant Chance of either ſaving or inet 


dhe Cards. 8 
* 3; IV. 


| Suppoſe you | ſhould have the. King . 
Queen of Clubs, a Terte-Major in Diamonds, 
- Queen and Knave of Hearts, and a Quint 
from the Knave of Spades. 

uery. How are you to diſcard, with a Pro- 


Wu 
"bablliey of making the moſt Points ? | 
| + Anſwer. You are to throw out the Quint to 


" a Knave in Spades, in order to make the moſt 
Points; becauſe, let us admit that oo Quint 
is good for every Thing after you have taken 


in, you in that Caſe only , ſcore nineteen : 


Points, if you carry it, and you probably Ive 
- the Cards up, and alſo the Chance of a Qua- 


torze of Queens, beſides a great Number of 


Points in Play ; and conſequently, by carryi 7 
the Quint, you would —_— to a * Di 


n 
v. 


„ Sepfele you have the King, FIN Adds, 


Eight, and Nine of Clubs; the . r and 


Knave of Diamonds; the Queen, Ten, and 
Nine of Hearts, with the Ace and Nine of 
— 3s ; 

| Query: 


/ 


9 oi we wp 


£4 TazATIsR on PIQUET. 129 


Query. How are you to diſcard ? WM 
_ Anſwer. You are to diſcard the King, Se- 
ven, Eight, and Nine of Clubs, and the Nine 
of Spades x by which means you do not only 
o for three Suits, but you have the ſame 
hance for taking in the fourth Queen, . as, 
you would have to take in the Ace of Clubs: 
Beſides, the Probability of. winning the Cards 
is greatly in your Favour, by this Method of. 
diſcarding. | | I | 
* N VI. 


+ Suppoſe you have thęe Queen, Ten, Nine, 
Eight, and Seven of Clubs; the: Knave and 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Nine of 
Spades. | | 

Qery. How are you to diſcard ? 

* Anſwer. Lou are to diſcard the five Clubs, 
becauſe. it is three to one that you do not 

take in the Knave of Clubs, and the carrying 
three entice Suits gives you a fairer Chance to. 
ſcore more Points. | gs 


- Suppoſe you have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and 
 Knaye of Diamonds; the Queen and Knave 
of Hearts, with the Ten, Nine, Eight, and 
Seven of Spades. bY 

Query. How are you todiſcard? 
Anſwer.” Lou are to diſcard the Ace of Clubs 
and the four. Spades, becauſe it is only _ to 
| » our 


* . 8 


2 


4 * 
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four but that you take in a Queen or a Knave 
it is alſo about three to two that you take in 
an Ace: You have alſo three Cards ta your 
Terce to a King, to take in, viz. the Ace and 
Ten, or the Ten and Nine, to make you a 


Quint, all which Circumſtances conſidered, 


you have a fair Probability of making a or 
Game; whereas, if you fhould leave a Card, 
by throwing out the four Spades only, you 


run the riſk of leaving one of the following 


Cards, viz, the King of Clubs, the Ace o 
Diamonds, the Ace, Queen, or Knave of 


Spades; in any of which Caſes you would 
probably loſe. more Points than by throwing 
out the Ace of Clubs; and if you ſhould carry 


two Suits, viz, three Clubs, three Diamonds, 
and the Queen of Hearts, you run the riſk 


of putting out fourteen Points; and it is only 


five to four againſt your taking in a Queen or 
a Knave, and therefore you would diſcard to 
a great Diſadvantage... 0 TAL 


Þ VIII. 


+. Suppoſe you have the King, Queen, and 


Ten of a Suit, and that your Adverſary has 


g. 


— 


the Ace, Knave, and one ſmall Card of that 
Suit; and that you have only thoſe three 
Cards left, and you are to make three Points 
of them. : „ by * 
Query. What Cards are you to play? 
\ Anſwer. You are to play the Ten. 


IX; 
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k Suppoſe you have the Ace, Queen Ten | 
and Nine of Clubs; alſo he” Ke Queen, 


Ten, and Nine of Diamonds. 


* Overy. Which of theſe Suits are you to 
carry, in order to have the faireſt Probability 


of ſcoring the greateſt Number of Points? 
_ Anſwer. You are to carry the King, Queen, 


Ten, and Nine of Diamonds, becauſe the 


Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 


Clubs; and alſo the Chance of taking in the 
Knave of Diamonds 1s equal to that of —_— | 
0 


in the Knave of Clubs; by which Manner 

diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs, 


and the Chance for winning the Cards is bet- 
ter, becauſe by taking in the Ace of Diamonds 


ou have ſeven Tricks certain, which cannot 
| Lien by taking in the King of Clubs. 


„5 


Suppoſe you have four Aces and two Kings 


dealt you Younger-hand, in order to capot the 


Elder- hand, you are to make a deep Diſcard, 


ſuch as the Queen, Ten, and Eight of a Suit; 


by which Means, if you happen not to take 


in any Card to ſuch Suit, you may probably 
capot the Adverſar x. - 155 
PT | | | 


4 


* 
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? Sopot Elder-hand, that you bare the 
en n nd' Wile of" 
| Clubs ; alſo the Ace, Nie, Seven, Eight,” 
arid Nine of Diamonds. 
Dyery. Which Suit are you to eatty, in 
order to make the moſt Points ? 
- Anſwer. You ate to carry the Ace, That, ) 
Seven, Eight, and Nine of Diamonds, be- 
cauſe the taking in the King of Diamonds 1 
equal to the taking in of the King of Clubs, 
and con 9 ood” for winning the” 
Cards; but you have the Chance of takin . 
the Ten of Diamonds to make you fifte 


Points, which event cannot happen by Rena, 4 
in bf one certain 1 5 in Clubs. 


= ; ry xn . 


_. * Sit” Elder kind, that © 100 have the 
| Ace, Queen; Seven, Eight and Ten of Clubs; 
| alſo the Ace, Knave, Seven, Eight * Ten 
| of Diamonds. 
Þþ Query. Which Sult is beſt to carry —o 
= wer. You are to Carry the Ace, Knavez by 
= Seven, Eight and Ten of Diamonds, becauſe ' 
__ +the' Chance of taking in the King of Dia- 
| monds is equal to the Chance of taking in the 
| King of Clubs, and conſequently as good for 
| winning the Cards ; but you have an addi- | 
| tional Chance of taking in the Nine of Dia- = 
| 


monds to make you fifteen Points, which 
Event 


* Jo 


Event cannot happen by taking in one certain 


I bs. 
Card in FF a 
* 2 + © © * > pg 5 
|S — & $4 : # : EIS < &#% XIII. 
% . - «* —_ 


Suppoſe you have the Ace, Queen, Ten, 
. and two mare of a Suit ; alſo the Ace, Queen, 
and Ten of another Suit only. And Ter us 
ſuppoſe, that your Adverfary has ſhewn fix 
Cards for his Point ; ſuppoſe the Ace, Queen, 
and four ſmall gnes, and ſuppoſe you are 
uarded in that Suit; as ſoon as you have. the 
. you are to play from the Suit of which 
ou have the feweſt in Number, becauſe if he 
* guarded in that Suit, he is probably un- 
arded in the other Suit; but ſhould you 
= in with the, Suit of which you have the moſt 
in Number, if he happens to be guarded there, 
you have then no chance to win the Cards; 
which may prove otherwiſe, if you begin with 
the Suit of which you have the feweſt in 
Number. If he is guarded in both Suits, you 
| have no Chance to win the Cards. 


A 
Some COMPUTATIONS, directing, with moral 
ITE 3 enn 71 8 92 : | "i 


HE Chance of an Elder-hand's taki 
him. 


* 
0 bh, 5 
/ 
* 
* 
* " 
bs * 
— o 
_ * , * 1 
- - 
Y # mY N 
- . 
7 


CT l 8 FR N. %3 *4 — 
he . 


one certain Card is three to one — 
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That of bla taking two certain » Cards i is "1 
tl againft him. 7 | | 


* "4 my 2 
3 


1 would 1 4 are the Odds ta an 
Elder-hand takes i in four Aces? 


le. *. for him, 
- _ Anſwer. That be . 5 4th 
in 4 Aces is — © 9 pn . 1 


At leaſt 3 of them is about 43” I 
2 of them r 0 i 6 
1 of them n 3 


Ik an Md hd has one Ace dealt bim, 
; what are the Odds that he takes in the other 


e e ee 
— againſt him. for him. 
Anſwer, That ah tied I 
in the 3 Aces N 0 1 
At leaſt 2 of them — ö 6” to” 1 
1 of them 2 * 4 3 
V. | we | 


11 an Elder hand day two Frm dealt c 
hat are the Odds nt he takes in the other 


two ? kim, for b 
againſt = 

| 3 That he he's RIAL 
in the ther 2 Aces is . 7 

At leaſt 1 of them is near | 4 
5 to 4 againſt him, or N, Be” 
| 7 * VI. 


b 


2 


7 


1. 


1 
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VI. 


= Ys caſe . the Elder-hand has two Aces and 
two Kings dealt him, what are the Odds that 


he abe in either the two Aces or two Kings 


u e 
_ - againſt him, for him. 
| ee is about d 


* wv. 


Elder-band having. geirher Ace nor ir King a 
dealt him, what is his Chance to take in both 


an Ace and a King in 2, 3, 4, or 5 Cards? 
| againſt him. for him. 


1, Anſwer. In 2 Cards is about 11 to 1 
Gez eis 4 o n 


5 In 4 Cards — 9 to 5 
”, In 5 Cards — 33 to 31 
VIII. 


Wpat © are the Odds that a Younger-hafſd 
takes f in two certain Cards? | 
| againſt him. for him. 
© Anſwer. — — 562 to 1 
What are the Odds that ens 
takes i in three certain Cards? ; 
Aal ggainſt him. for him. 


7 dnfwer, 27 0 1139 „ 0 I 


IX. , 


The Tec ebend having no Ace dealt 
him, what chance has he for his taking one? 
againſt him. for him. 

Anſwer. It is — — 28 to 29 
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It ie Yollndvr-band has one Ace dealt him 
- what are the Odds of his taking in one or oy 


* of the three remaining Aces? ' 
| againſt him. for 
Ager. Thathe takes in? ©, 2 
two of them is about 1 %% 1 
| At leaſt one of them _ 3 0 2 
XI. 4 8 


What are 7 Olds that the Yanigertind 


takes i in one certain Card * 2 917 
— . againſt hi. for 
| Anſwer. That he does not f i 

take it in, is r ny 17 ' hs 

What is the Odds of a Quer- Blaneb ? 

: Aa againſt kim. » him. 

Anſaer, n of 21 to 1 

Ee HA AP, IV. 

An 6 an Avreticirzent of the 

WY CHANEL ATLONG £7 


As 5 the firſt ** aden it is Hin to 
one, that being Elder-hand you do not 
take in one certain Card; you have, therefore, 
8 better Chance of advanci your Game, 
two Suits for Points and the 


- oa 1 by aiming at Puaterze of Queens, | 


1 


Rave, or Tens. 


— 


| Caſes of the like nature. 
_— 4k ' V; &'7 7 


F 


a ; # 
| . 
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Second Calculation ; to take in two eertait 
Cards, Elder-hand, is eighteen to one againſt. 


——_— * : * 


= 


We Therefore; ſappoſe you have a OQuart- Maier 


and two other Aces dealt you, the Odds that 
you do not take in the Ten to your Quart- 
Major, and the other Ace, is eighteen to one 
againſt you; but that you take in one of them, 
is only twenty-one to ſeventeen againſt you. 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to- 


four, but that you take in one of them. This. 


Example ſhoms how yu are to diſcard in 


3 * 


«4+ wage! 705-14 Ae | 
The Odds in taking in-four certain Cards, 
as four Aces, c. being nine hundred and: 
fixty-eight to one by the third Calculation, is 
ſo great a Chance of not ſucceeding, that it is: 
fcarce worth further Notice. AN 
But to take in three Cards out of any four 
certain” Cards, Elder- hand, is only thirty-three: 
to one eie II Ie nos 


£25 


" Is Tp ; * i 

* Suppoſe you have two Aces and two Kings: 
dealt you, the Odds of taking in three of them: 
out of: four certain Cards, ſuch as two. Kings: 


[ 
$ 


1 4 r 


and one Ace, or two Aces and a King, are 
only-thirty-three'to one againſt you. 
But ſuppoſe you ſhould want to tabe in any 
two out of four certain Cards, ſuch a8, the 
Queen of Clubs, the Ten of Diamonds, the 
Ae of, Spades, and Knaverof Hearts, 
Elder-hand, it appears by the Caloulation 00 
be three to one againſt you and the Odds 
are 1 ſame for ee of t e 


Bur if, being Eider-hand, _ only woot 
one Card ont of four, the Odds art g to tw 
in your Favour that ou take it in. There - 
fore, if you have four Tens, or any inferios 
Nuatorzt, dealt you, and no Ace, it is great 
Odds in your favour, that, being Elder-hand, 
you take in one Ace, and ought to play your 
Game accordingly. But you muſt always. 
conſider the Diſadvantage either of loſing the 
Cards, or run the Riſk of a Capot, which you. 
tun the Hazard of, by ſpoiling. your Hand,, 

with keeping four Tens when. t 7 Ace not 


. 
IV. 


By che fourth: Caleutation; if. you . ine dne 
Ace dealt youy it is-one hundred and thirteen 
to one, that you do not take in the three 
others; forty-nine to eight, or about ſix to 
one, that vou do not take in two out of the 
three, but that you take in one out of the 
three, is about three to two in your fayour,. or 
* hundred and * to. ninety- one. 


6 


* 
1 
2 
5 
e 
E 
\9: 


0 


* As for OPER FED ITN 
You have Duart from 3 King, ——_ two 
more dealt you; 28 it is three to two 


that you take in either Ace or Nine. to 


to the King, or the fourth King, 2s 
have the Chance of reckoning fourteen o 
fteen Points by this Method bf difcardin 
yup ought to play accordingly : And this 
ke Sor od ſhewy you how t0 play any Hand of the 
ike 
But if you thovtd diſcard, with an Expec- 
tation e og in tv Dacts-obr r ree 
certain Cards, the Odds againſt ſuch an Event 


being above fix to one; your Game muſt in- 


deed be very deſperate, if you attempt to _ 
card to hat purpoſe. The Chance 55 tak 

in three certain Cards, being one united 8 
thirteen to one, is a 1. Chance; yet 


even ſuch does happen fometimes, but ou 
neter to be ventured upon, but * a 


2 no other venue in the 


The fifth E is, that if you bave 
two Aces dealt yon, it is eighteen to one that 
you do not take in the other two Aces; but 
only ſeventeen to twenty-one that” you take f in 
one of them. Let us illuſtrate the Ufe of this 
by an Example: Suppoſe you have a Quart 
Major deglt you, and a Quart to a King, and: 


that you are greatly behind your Adverlary in- 


the Game z, To take in the Ten to your 


Qari. 
\ 


| ou, 
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Quart Major i is three to . againſt you; but 
to take in the Ace or to your Quart to 


the King, is only about five 40.5808 Wink 


Alſo, by the 8 Rule, 8 you have 
three Kings and three Queens dealt you, the 
Odds of your taking in both a King and a 
Queen, are eighteen to one again you; but 
that of your taking one of them, is ator five 
to four againſt you. 

Alb other Caſes of the like Nature may, be 


| diſcarded by. this gg of Cone 1952 


1 255 8 e ; DD 7 3% —— 
1 TY In 
A 7 by the fixth Calculation, i it is | ſeventeen 


to two that you do not take in two certain 
Cards out o four, ſuch as two Kings, two 
Queens, &c. you mult not, therefore, con- 
found this with the third Calculation, where 
the Odds are not above three to one ns you. 
take 1 in two Cards out of the, four... / 70 Sir ert 


Having neither an Ace nor a King dealt 
you, what are the Odds of your taking in both 
an Ace and a King, in lor in dee in cd 
or in five Cards? 

Na To take in an, Ace: ang A, Kings... 1 

- againſt you. for you. 

In 2 Cards is about . . / 

5 In 3 Cards — — 4 . 

In 4 Cards — — 9. to 5 
In 5 Cards — — 33 to 31 
TY — > You 


\ 


Iren „ PIQVED. % 


Ton may obſerve, by the foregoing Caleu- 
Jock; what are the Odds of taking in two, 
three, four, of live Cards, out of any eight 
certain Cards, and conſequently diſcard to: the 
greateſt advantage. 

The foregoing Calculation is cirher for th 
Elder or „ e MM 


| Da Hows f 
1 Latin us ſappeſe the Younger-hand to bare 
two  Qreatorze againſt him, he may obferve, 
that it is not above four to one but that he takes 
in one of each of them. The like Rule may 
ſerve. for 21 other 8 Cards. | 
N 
* Ab by: the eighth Calculation it is brt) 
to one, that the Younger-hand does not take 
in two certain Cards, which Event bappen- 
ing, he ought not therefore to run the Hazard 
of. ſo great a Chance, but when his Game is 
deſperate, and does not * bim 9 
Deal. ix 


By the ninth Calculation, as it is twenty- 
5 twenty-eight that the Lounger . hand 


in one Ace, having none dea him; the 
lation is the ſame for any Card out of 
_ certain Cee. 


PR for Ka oh, 3 
Suppoſe you Have two Parts dealt you. 
from the. King or Queen of any Suit, it is the 


fame 


\ 
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ſame Odds of twenty: nine to twenty-eight; 
but that you take in a Card to make. one of 
them a Suint, and therefore Jou, ace to aun 
- accordingly. , -/- .-., 

As alſo, that you take i in, either Ace, King, 
Queen, Knave, of any one Suit, when a 


Ne or a Repique is againſt an., oc” 


1 The tenth. r * that if the 
8 bas one Ace dealt him, it is 
twenty-one. to one that he does got take in 
two Aces, and about three to two tHat he does 
not take in one of them; which Calculation 
holds good in the taking in any three other 
1 Cards. I herefore, for Example, let 

ſuppoſe, that as it is but three to two againſt 
m_— ounger-band's taking one Card out of 
three to ſave a Pique, or a Repique, it would 
generally be reckoned good Play, either to 
throw one from his Point, or diſcard a King, 
c. for the Event of ſuch a Chance. 


"By the te ace Calculation it is wf 
| to three, Younger-hand,, againſt your taking 
in any one certain Card ; therefore. the Odds 
of not ſucceeding. in this Caſe are ſo greatly 
1 you, that it ought not to be attempted, 
pecially if the winning or ſaving the Cards 


is * WA ſo doing, at A in deſperate Cafes. 
| 'S „ Ak. 


* 


ä is not ane. 
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CHAP.” v. mo 
can of Comonry and InsTRUoTION: 
42881 * * 1 N 


QUPPOSE you are 3 as that 


you have the Queen, Knave, Seven, Eight, 
and Nine of Clubs; alſo the Seven, Eight of 
Diamonds, the Seven of Hearts, and the Ten, 


Nine, Eight, and Seven of Spades; and that 


the Elder-hand has left a Card, 
Query. How are you to diſcard, to * it in 
the Power of the Cards to repique the Elder- 


14 


Anſwer. Lou are to carry the five Clubs and 
the four Spades, and to leave a Card; and, by 


taking in the Ace, King, and Ten of * 
yy NE your Adverſary. 


„ II. 
Suppo ** you 8 eight Clubs, the Ace * 
King of of Diamonds, the Ace of ne, and 


the Ace of Spades. 
Query. * yoieepique' abe 83 


hand, or not? 
Anſwer. The Younger-hand may bave a 


Quart- Blanche, by having three Quart: from 


2 Ten, which reckons firſt; and therefore he 


1 


II. 
What i is the bigheſt Number to be made of 
a Pique ? 


4 Anſwer, 


= 
; 4 
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- Anſwer. Eighty-two Points 
- What are the Cards unn compoſe that 


edt ang 27.20 3 
Anſwer. A Duarte Major in Clubs, a Duart- 


Major in Diamonds, 2 King, and Ten of 
Hearte, with the Ace of Spades. 3 
This is only upon, Suppoſtion that the 


What! is as kigheſt Number tobe made of 
Repique and Capot? 
— fortnry-Poimts. | 
"What are the Cards which compoſe * 
Number ? 
| ers The four Tores. Majors, which are 
R OE” Ae 


. Vs 


Suppoſe you, are Elder-hand, and that 1 vou 


want eight Points of the Game, and that the 
 Younger-hand wants twenty-three Points; 
and ſuppoſe you have dealt you the Ace, King; 
and Queen” of Clubs; the Ace, King, and 
Ten of Diamonds; the Ace, Knave,: and 
Nine of Hearts; the Knave, Nine, and en 
* Spades: | 

How are you to diſcard; to 
any Poſſibility of the Younger:hand's making 
twenty-three Points, and he is not to reckon 
a Quart- Blanche ? . 


ke, 


ar TY Alen. 
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Anſewer. You are to diſcard the King and 
Queen of Clubs, and the Knave, Nine, and 


Seven of Spades; by which Method of diſcard- 
ing, you are certain to make eight Points, be- 


fore the Younger-hand can make twenty-three 


Points. 


* VI. 3 

Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King and Ten of 
Diamonds; and ſuppoſe your Adverſary has 
the Ace, Queen, and Knave of Diamonds, 
and the King and Ten of Clubs, your Adver- 


fary being to lead, is to make five Points, or 


to loſe the Game. . 
Query. How ſhall you play to prevent him 
from making of five Points? R457 
Anſwer. When he plays his Ace of Clubs, 
ou are to play your King of Clubs; by which 
eans he can make only four Points. 0 


A and B play a Partie at Piquet. 

They are one Game each of the Partie. 

A has it in his power to win the ſecond 
Game; but then he is Younger-hand at the 
Beginning of the next Game. 35 

A has it alſo in his Power to reckon only 
ninety-nine Points of the ſecond Game, and 
B is to be ſeventy. - | | 
Query. Whether it is L's intereſt to win the 
ſecond Game, or not? NY * 

| Anſwer. 
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| Anſwer. It is & Intereſt to win the ſecond 
ame, in the Proportion of fourteen” to thire 
. in his favour. 1 


1 EY 0 H A r. VI. 


7 


i Some ern 7 _ at 
4 . the Game of PIQU 
5 L 
FE is ive to four that the Eldeſi-band » wins 
the Game. 
1 „ II. * 
It is about two to one that the Eldeſt-hand 
does not lurch the TO band; | 


III. 
de is near four to one that the Younger-kand 
does not lurch the r 


% 


So 


; Suppoſe A andB make a Partie a at Proper: | 


& 
4 has the Hand; what's the Odds that 4 
wins the Partie? 
Anſwer. It is about Wanne to twenty. 


„ II. 

II 4 bas one « Game, and B one Game, he 
who is Eldeſt-hand has above five to four to 
win the Partie. 

f wh 


. 


| 0 One. 


4 
. 
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III. 
16 A ha two Games Love before they cut 
for the Deal, the Odds are above four to one 
that he wins "the Partie. 


W 
If A has two Games love, and 4 ** the 


Hand, the Odds are about five to one that he 
wins the Partie. 


2 — Lea ae, 
If B has FA Hand when A is two Love, the 
Odds in favour of A are about three and a half 


5 
-+ 


VI. a» 1 N 3 
If A has two Cn and B one, befor FE 
cut, the Odds i in favour of A are Above two to 


% 


| ; "7 
one. | | 
E - 
„ * Y - 


VII. | 
If A has the Hand, and two Games to one; 


the Odds are about eleven to four. 


. 
N | IW ͤ * 
I B has the Hand, when A is two Caries 
to OY the Odds in favour of 41 is about nine 
to five. 


i 


q Rd 


IX. | ' 

1 4 is one Game Love, and Elder-hand, - 
the Odds in favour of Ai is ent rer to 
en. | ji PUT 
0 : 2 X. 


1 


= 


a 4 an n PIQUET. 


x. ö 

1 5 is one Game Love, and Younger- 
hand, the Odds in fayour of 47 is about two 
to one. - 


CHAP. VII. 
Laws of the Game at PIQUET. 


1. 
TC E eee is obliged to lay out one 


HIS; hk; He FO >: Th; * 


II the Elder-hand takes in one of the three 
Cards which Ne to the 1 8 hang: he 
les THe) 


© * 


If Ab Elder-hand, in wh his ve Cards, , | 
ould happen to turn up a Card belonging to 


the , he is to reckon nothing 
that Deal. 1 | 


If the Elder or 8 -hand 77 with 
tines Cards, he counts e, 


«17: S, 24 © (IF V. 


If the Elder-hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand 
Deal ot not; and if he chooſes to ſtand the 
eal, he is to diſcover it, and to diſcard five 
Cards, and to take | in four only. „ 

bl / | 4 
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VI. 
If the Elder or Younger-hand reckons es 
they 1 ** they count de 70 
9411, ahit wy 
VII. 7 | f 4, * 1+ 


| 11 * Elder-hand 3 hs Stock after he | 
bas I he cannot alter bis Dien. 


VII. 2 4 75 1 9: 5 23) 88 


If a Card is faced, and it happens to- de 
diſcovered either in the dealing or in the Stock, 
there muſt be a new Deal, unleſs it be he Bot- 


tom * | | 
TE 


| Af ON Dealer terms up a Card in 1 
belonging to the Elder- hand, it is in the Op- 
N 52 the e ener to have a new Deal. | 


unge. 101 
If the 4 wee la A in ae Cards; it 
is the Lofs of the Game, unleſs \oug Elder- hand 
. has left two Cards. $ IN 
| A. nn My is * 
If the Eider: band calls forty. one for Sis 
Point, which happens to be a Quart Major, 
and it is allowed to be good, and only. reckons. 
four for it, and plays away, in 15 Caſe he is 
not entitled to count more. N 


O 3 | XII, 


i 


go 4 Tara ru on PIQUET, 
|  -. 
16 the Elder-hand ſhews a | Point, or Qgart, 


| or Terce, and aſks if they are good, and after- 


Wards forgets to reckon any of them, it bars 


the ee from mon = 1 5808 


RAe XII. 
Ouarte- Þ er counts firſt, 1 conſequently - 
faves Piques and Repiques : It alſo piques and 
es the Adverſary, in the ſame Manner 
N W were 6 in any 29 55 


180 233 37 * 
XIV. 


Suben blanche reckons. before any Thing 
"Ut hut need not be ſhewn till the Adverſary 
as; firſt diſcarded; only if you are Eldeſt- 


hand, Toa muſt bid the Lounger- hand to diſ- 
© card "for Duarte-blanche; which after he has 


done, you ſhew your Blanche by counting your 


| Cards 4 one . er : 


i 1750 805 XV. 38 75 

4 You are to cut two Cards at the leaſt. 

by 3: Aer. 51 5 | 1 , 
. XVI. | : 
of you call a Point, and do not view it, you 


becken nothing for it; and the Lounger-hand 


- may ſhew, and reckon his Point. 
15 i | / 


XVII. 
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- XVII. 
If you play with eleven Cards, or owe 
v0 N _— it. 


. XVII. of 
II the Eider-band leaves a Card, Ry wes 
he has taken in, he happens to put to his Dif- © 
card the four Cards taken in, they _ re- 


main with his Diſcard, and he only play with 
eight 1 * thoſe added Wy as cards. | 


XIX. | 
If the Younger-hand leaves a Card or - Cards, 
and mixes it with his Diſcard before he has 
ſhewn it to the Elder-hand, who is firſt to tell 
bim what he will play, the Elder-hand is en- 
titled to ſee his whole Diſcard. - - 


XX. 

af the Younger-hand leaves a Card or Cards, 
and does not ſee them, nor mixes them to his 
Diſcard, the Eldeſt-hand has 'no right to ſee 
them ; but then they mult remain ſeparate - 
whilſt the Cards are playing, and the Younger- 
hand cannot look at them neither all that 

: while. e * 
IF this Younger-hand leaves a Card or Cards, 


N and looks at them, the Elder-hand is entitled 
to ſee them, firſt declaring what Suit he will 


lead. . 


1 
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Ik the Dealer deals a Card too many, or too 
few, it is in the Option of the Elder-han& 
to have a new Deal; but if he ſtands the 
Deal, he muſt leave three Cards for the 


Younger-hand. 
e - i 24 | 
Tou are, in the firſt Place, to call your 


Point; and if you have two Points, if you 


deſign to reckon the higheſt, you are to call 


that firſt, and are to abide by your firſt Call. 


3 XXIV. Pp 
Lou are to call your Terces, Quarts, Cinques, 


Kc. next; and to call the higheſt of them, in 


444 


caſe you deſign to reckon the. 


5 XXV. | 
Tou are to call a Quatorze, preferable to 


three Aces, &c. if you deſign to reckon them. 


XXVI. 


If you call a Terce, having a Quart in our 


* 


Hand, you muſt abide by your firſt call. 


» - 
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SOME 
RuLEs and OBSERVATIONS 
The of 10 R 1 
Playing well at CH ESS. 
YOU ought to moye your Pawns before 


you ftir your Pieces, and afterwards to 
bring out your. Pieces to ſupport them; there- 


0 


fore the Kings, Queens, and Biſhops Pawns, 


ſhould be the firit played, in order to open 
your Game well. 3. TY | 


You are not, therefore, to play out any of 
your Pieces early in the Game, becauſe you 
thereby loſe Moves, in caſe your Adverſary 
has it in his power, by playing a Pawn upon 
them, to make them retire, and alſo opens his 
Game at the ſame Time; eſpecially avoid 
playing your Queen out, till our is 
tolerably well opened. . >. 


l III. 8 7 
Axdid giving uſeleſs Checks, and never give 
any, unleſs you thereby gain ſome l 


* 


* 
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becauſe you may loſe the Move if he can 
* either take or drive your Piece away. 
Never crowd your Game by having too 
many Pieces Ann. for fear of choaking up 
your Paſſage, fo. as to hinder your advancing 
| or retreating your men as Occaſion may re- 
quire. wk. a | a 
V. 


If your Game happens to be crowded, en- 
dieavour to free it, by making Exchanges of 
Pieces or Pawns, and caſtle your King as ſoon 
as you conveniently can. | 


4 


Endeayour to crowd the Adverfary's Game, 
which is to be done thus: when he plays out 
his Pieces before he does his Pawn, you are 

to attack them as ſoon as you can with your 
Pawns, by which you may make him loſe 
Moves, and conſequently crowd him. "I 


Never attack the Adverſary's King without 
= 2 ſufficient force; and if he attacks your 
” x King, and you have it not in your Power to 

attack his, you are to offer Exchanges with 
him; and if he retires, when you preſent a 
Piece to Exchange, he may loſe a Move, and 
conſequently you gain an advantage. 


1 
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Play your Men in ſo good Guard of one 
another, that if any Man you advance be 
taken, the adverſe Piece may alſo be taken by 
that which guarded yours; and for this Pur- 
ſe, be ſure to have as many Guards to your 
Piece, as you ſee your Adverfary: advances 
Pieces upon it: and if you can, let them be of 
leſs Value than thoſe he aflails with. If you 
find that you cannęt well ſupport your Piece, 
ſee, if by attacking one of bis that is better, 
or as good, whether you cannot thereby ſave 
yours.” | 17 5 
Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for 
thereby you open your Adverſary's Game, and 
make him ready prepared to pour'in a ſtrong 
Attack upon you, as ſoon as your weak one 
is over, „ | t 
Never play any Man till you have examined 
whether you are free from Danger by your 
Adverſary's laſt Move; nor offer to attack till 
you have conſidered what Harm he would be 
able to do you by his next Moves, in Conſe- 
/ © quence: of yours, that you may prevent bis 
Deſigns, if hurtful, before it be too late. 


* 


* ar | Xl; 
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| . When your Attack is in a proſperous Way, 

never be diverted from purſuing your. Scheme 
(if poſſible) on to giving him Mate, by taking 
any Piece, or other Advantage, your Adver- 
fary may purpoſely throw in your Way, with 

tze Intent, that, by Four taking that Bait, he 
might. gain a Move that would make your 

_ Defign miſcarry. . 0 


| When you are purſuing a well-laid Attack, 
but find it neceſſary to force your way through 
our Adverſary's Defence with the Loſs of 
- Tome Pieces; if, upon counting as many 
Moves forward as you can, you find a Pro- 
ſpect of Succeſs, ruſh on boldly, and ſacriſice 
a Piece or two to gain your End: Theſe bold 
, Attempts make the fineſt Games. ? 
WOOL it r | 
Never let your Queen ftand ſo before your 
King, as that your Adverſary, by bringing a 
; Rook or a Biſhop, might check your King if 
he were not there,” for you might hardly 
chance to ſave her. 3 
1 PE 54; „ 42 | 
Let not your Adverſary's Knight (eſpecially | 
if duly guarded) come to check your King 
and Queen, or your King and Rook, or your 
DOueen and. Rook, or your two Rooks, the 
x * | * : mee 4 ame 


Es es. oo 
- 


. Rau ans. 1 

| ame Time; for in the two ſirſt Cafes, the 
King being forced to go out of Check, the 
Queen or the Rook muſt be loſt; and in the 


two laſt Caſes, a Rook muſt be loſt, at velk 
for a worſe Piece. 1 


Take Care that no ei Pawn of you 
Adrerfary's fork two of your e, 1 


| XVI. s 1 i? 

When the Kings have caſtled of different 
Sides of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has 
on that fide of the Board, taking Care to 
Rooks, Pieces, eſpecially- bis Wen and 


to ſupport them; and the King th 
Ca Rled, is not to tic his APY Nate ra 


d to it. S 
F . 
2 playing the Game, endearoyr to have a 


More, as it were in Ambuſcade; what is 
meant by it, is to place the Queen, Biſhop, 
or Rook behind a Pawn, or 2 Piece in ſuch a 
Manner, as that upon playing that Pawo, or 
Piece, you diſcover a Check upon your Adver- 
fary's King, and conſequently may often-get a 
ene or ome rey Advantage by it, 


— guard an inferior Piece with a be 
if you can 40 it mes Pawn, ah abate 
| tter 


4 


— 


5 


CL 
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better Piece may in that Caſe be, as it were, 
Hut of Play; for the ſame Reaſon, you ought 
not to guard a Pawn with a Piece, if you have 
it in your Power to guard it with a Pawn. 


GLF - KIX. . | - "© 
A Pawn paſſed, and well ſupported, often 
coſts the Adverſary a Piece. And if you play 
to win the Game only, whenever 'you have 
ained a Pawn, or any other Advantage, and 
re not in danger of loſing the Move thereby, 
make as frequent Exchanges of Pieces as you 


F . 
If you; baye three Pawns each upon the 
Board, and no Piece, and you have one of 
pour Pawns on one Side of the Board, and 
the other two on the other Side, and your 
Adverſary's three Pawns are oppoſite to your 
two Pawns, march with your King, as ſoon as 
you can, to take his Pawns ; and if he goes 
with his King to ſupport them, go on to 
Queen with your ſingle Pawn ; and if he goes 
to hinder bim, take his Pawns, and puſh the 
others to _ This ſhews the Advantage 
T m ĩͤ . 


At the latter End of a Game, each Party 
having only three or four Pawns on «different 
Sides of the Board, the Kings are to endea- 
Pour to gain the Move, in order to _ the 

me. 
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Game. For Example, if you bring your King 
oppoſite to your Adverſary's ings with only 
one Houſe between you; you will have gained 
the Move. 1 * 3 * 
r 
When your Adverſary has his King and 
one Pawn on the Board, and you have your 
King only, you will never loſe that Game, if 
you can bring your King to be oppoſite to 
your Adverſary's, when he is immediately ei 
ther before, or on one Side of his Pawn, and 
there is only one Houſe between the Kings. 


XXII. 


When your Adverſary has = Biſhop and one 
Pawn on the Rook's Line, and his Biſhop is 
not of the Colour that commands the Corner- 
houſe his Pawn is going to, and you have only 
your King, if you can get into that Corner, 

2 can't loſe that Game, but may win it by a 

tale. W bets bs f $i: 8 

| XXIV. 4 * 9 4 1 
When you have greatly the Diſadvantage 
of the Game, having only your\Queen left in 
Play, and your King happens to be in the 
Poſition of Stale-Mate, keep giving Check to 
your Adverſary's King, always taking Care nat 
to check bim where he can interpoſe any of 
his Pieces that make the Stale; ſo doing, you 
will at laſt force _ to take your Queen, 
N & "oF | 


—— 


40 Rude and O viren 
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E N03 © BIS 1 


=: —_ S118) Loi x | — | 
teten 5 3668 i V. 14.344} N 


Never coder a 
Fawn puſhes 


I nin tha PIC.” 3 wy 4d 


a 5 
1 437! 145 * 3 XVI. CITY 
ern this We that your Adverb th. . 


beck w e Piece r A 


Xi bas a Move, for fear of giving a Stale- 0 
Nate; therefore don't crowd him up with your A 


. Picees, left you inadvertently give one. 


 - Explonations and Aplications, of ſome of t the | h 


IF Jae. Ry1.s Reap R . 
ee 11 
2 1 
FHETHER ou Halen the . Came, 
*. or the cloſe Conn, be ſure you bring 
out all your Pieces into Play before you begin 
to attack; for if you don't, and your Adver- 
fary does, you will always attack, or be at- 
tacked, at a great Diſadvantage : This 18 ſo 
Eſlential, that you bad better forego. an Ad- 
Vantage than deviate from it; and I may ven- 
ture to pronounce, that no perſon. can ever 
a well at this Game, that does not put this 


* 


ule ſtrictly in Practice; and don't let any 
dy. imagine, that theſe preparatory Mags 
are uſeleſs, becauſe he does not receive an; i 
mediate. Advantage. from them; they are j 
@ necellary as it is at t Whill to deal ee 
ards 


13 


— 


n N may take, Wee ; 


, 
* * 
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Cards round before you begin to play. In or- 
der to bring out your Pieces properly, I would 
adviſe to puſh on your Pawns firſt, and ſuppert 
them with your Pieces; and you will receive 
this Advantage from it, that your Game wont 
be crowded: I mean by this, that all your 
Pieces will be at Liberty to play and aſſiſt each 
other, and ſo co-operate towards obtaining 
your End: And this farther is to be obſerved, 
that, either in your Attack or Defence, yow 
bring them out ſo as not to be drove back a- 
gain. | 0 : i; wh 4.4! 1 N 4 
When you have brought out all your Pieces, 
as I bave premiſed, which you will have done 
very well, eſpecially if you have your Choice 
on which Side to caſtle, (which i would al- 
bet adviſe to do), I would then pauſe a while, 
and conſider thoroughly my own and my Ad- 
verſary's Game, and from his ſituation, /'and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, but 
likewiſe where to begin my Attack; and it 
ſtands to Reaſon, you can't de it in a better 
Place than where you are t and your 
Enemy weakeſt. By this Method, tis very 
probable that you will be able to break thæou 
out Adverſacy's Game, in which Fray ſomg 
Pieces mult of courſe be exchanged. But 
now pauſe again, and ſurvey both Games at- 
tentively, and don't let your Impetuoſity hurry 
you on too far with this firſt Succeſs; and my 
— 73 Advies 


| 
| | 
. 


tion if not, you mu 
Ring to prevent him: I ſpeak now, as ſuppoſ- 
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you now in this critical Juncture 


My if Jou ſtill find Nen Adverſary 
en again, and 


Amen, if bssofuh Ai keeping your Men 
cloſe ind vonnected together, ſo as to be of 


Uſe to each other : For want of this Method, 

and» little Coolneſs, I have often ſeen an al- 
moft-ſure victory ſnatched out of a Player's 
Hands, and a total Overthrow enſue. But if, 
aftef'all, you ean't penetrate fo far as to win 
the Game, nevertheleſs, by obſerving theſe 


Directions, I apprehend you may ſtill be very 
ſure of having a well-difpoſed Game; and this 


nr | bay eter; 
DER eee 
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"has 7 


And now OY am come to > e k&P Period 


of the Game, which abounds alſo with Di 
eulties and Nieeties, it muſt be obſerved, 
where your Pawns are ſtrongeſt, beſt con- 
nected together, and neareſt to Queen, 
mut Nkewiſe mind how your Adverſary's 
Pawns are diſpoſed, and in what Degree of 
Preferthent they are, and compare theſe Things 
ther, and if you find you can get to Queen 
before him, you muſt Roe without heſita- 
hurry on with your 


ara; are gone; if not, they 
* * * . are 


are to attend your Pawns, and likewiſe to 
ptevent your Adverfary from going ts Queen. 


Sore General RI ts, by Way of Correberation 
ndnd Supplement to what has been already faid. 


= 7 | £601 E * 
Derr be too much afraid of long a Rook 
* for an inferior Piece: My Reaſon is this, 
although à Rook is better than any other, ex- 
cept the Queen, yet it ſeldom comes into Play, 
ſo as to opcrate, until the End of the Game; 
and therefore it happens very often, that 'tis 
better to have a leſs good Piece in Play than a 


= 
detter out, | 
* » : * e 
b 4 +3 5 k p 
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When you have moved a Piece, ſo that you 
Adverſary drives you away with a Pawn, take 
it for granted (generally ipeaking) that it is a 
bad move, your Enemy gaining the double Ad- 
vantage over you of advancing himſelf, and 
making you retire. 'I think this deſetves At- 
tention: for although the firſt Move may not 
de much between equal and good Players, yet 
the Loſs of one or two more, after the firſt, 
makes the Game almoſt irretrievable. Alf 
if you defend and can recover the Move, or 
the Attack, (for they both go together), you 
' are ina fair Way of winning. 
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. ad obs * III. ; 
If you make ſuch a Move as that, having 


Liberty to play again, you can make nothing 


of it, take it for granted it is an exceeding bad 
one; for at this nice Game no Move can be 
indifferent. $77 44 EP f 


I your Game is ſuch, that you have ſcarce 
any Thing to play, tis your own Fault, either 


for having — out your Pieces wrong, 


or, which is worſe, not at all; for if you have 
brought them out right, you mult have Va- 
Fiety enough to play. 8 


n N w 
Don't be too much afraid of doubling. a 
Pawn; three Pawns together are ſtrong; — 

four, that make a Square, with the H 
other Pieces well managed, make an invincible 
Strength, and, probably, in Time of Need, 
may produce you a Queen : On the other Side, 


two Pawns, with an interval between, are no 


better than one; and if, imprudently, you 
Mould have three over each other in a Line, 
your Game can't be in a worſe Situation: 
98 this on the Table, and the Truth of 
it will ſtrike you. Tour buſineſs, therefore, is 
to keep your Pawns cloſe cemented and con- 
nected together, and it muſt be great Strength 
on the other Side that muſt overpower them. 


y 
» . Foo 
» 


* 


8 N 
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When a Piece is fo attacked as that yon 
cannot ſave it, give it up, and 'beſtow your 
Thoughts how to annoy your Enemy in ano- 
ther Place, whilſt he is taking it; for it very 
often happens, that whilit your Adverfary is 
> .- Fannifig madly after a Piece, you either get a 


- 
; ? 4 # = ' * , we = * 
1 71 * | 4 f N | 4 
* * » . 


,, - - Suppoling your Queen and another Piece 
| are attacked at the ſame Time, and that by 

removing your Queen, you muſt loſe your 
Piece; in this Caſe, if you can get two Pieces 
In Exchange for your Queen, I would adviſe 
! rather to do-it than retire ; for obſerve, 


4 


4 
* 


more than the Worth of a Queen; beſides 
that you keep your Game entire, and preſerve 
your Situation, which very often is better than 
a Piece; nay, rather than retire, I would give 
my Queen for 

nay, almoſt for what I can get: for do but 
'obferve amongſt good Players this one Thing, 
(to convince you this Advice is not bad), that 
when the Attack and Defence. is thoroughly 


formed, and every Thing prepared for tbe 


Storm, if he that plays firſt is obliged by the 
Ad of the Perſon that defends to retire, it 
generally ends in the Loſs of the Game of the 
attacked Side. e l 


_— 
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".. Pawn or two, or ſuch a Situation as ends in 
; y 5 *S$*:3 S 


it is the Difference of three Pieces, which is 


a Piece, and a Paw or two, 
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near your Adverſary's King; they do better 
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5 : VIII. e 
Don't aim at changing without Reaſon ; tis 
10 far from being right, tbat a good Player 
will take this Advantage of it, that he will 
ſpoil your Situation, and mend his own : But 
in theſe following Caſes 'tis quite right; when 
you are ſtrongeſt, eſpecially by a Piece, then 
every Time you, change, your Advantage in- 
creaſes :* this is ſo plain it needs no Argument. 


Again, when you have play'd a Piece, and 


your Adverſary oppoſes one to you, change 
Aitectly, for it is plain he wants to remove. 
ove prevent him therefore, and don't loſe the 


Ove. | 
IX, 


Every now and then I would have you caſt 
up your Game, and make the Balance; then 


take your Meaſures accordingly. 


X. ! | 
At, the latter end of the Game eſpecially, 
remember your King is a capital Piece, and 
don't let him be idle; 'tis by this Means ge- 
erally you get the Move and the victory. 


XI. 


- Obſerve this alſo, that as the Queen, Rook, 


| and Biſhop operate at a Diſtance, tis not 


always neceſſary, in your Attack, to have them 


at 
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at a Diſtance, can't be drove away, and pre- 
vent a Stale- Mate. 8 My ck 
«1 $3 I. 22 
When you have a Piece that dps can take, 
and that can't eſcape you, don't be in a Hurry; 
ſee where you can make a good Move <lfſe« 
| where, and take it at your Leiſure. 


Co a **. XIII. . ; 3 
»Tis not always right to take your Adver- 
- fary's Pawn with your King, for very often it 
happens to be a Safeguard and Protection to 
P > Ftp 
N XIV. 


When you can take a Man with different 
Pieces, don't do it with the firſt that occurs, 
but conſider thoroughly with which you had 


beſt take it. 
Laws at CHESS. 
IF you tonch your Man, you mult play it, 
and if you quit it, you cannot. recal it. 


IL. . 
If by miſtake, or otherwiſe, you play a falſe 
Move, and your Adverſary takes no Notice of 


it till he hath played his next Move, neither 
of you can recal it. 5 


— — 
— . 


1 you wiſplace you 


1 ROI Es and OpennyvarIONs, We, 


ur Men, and play two 


Moves, it lieth in your Adverfary's Power, or 


Choice, whether he will permit you to begin 
the Game, or not. | 


. IV. T | 
If the Advyerſary playeth, or diſcovereth a 
Check to your King, and gives no Notice of 
it, you may let him ſtand fo till he gives 


x 


> n Wh * V. | tou / x4 1 
After your King bas moved, you cannot 
caſtle. | | n, 
1 mY 
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A SHORT 


TR KR A f 1 
On the GAME of 


BA CE- GAMMON. 


CONTAINING 


A Task of the thirty-ſix 
Chances, with Directions 
how to find eut the Odds 
of being hit, upon A cot 

or double Dice. 

Rules whereby a Beginner 
may, with due Attention 
to them, attain playing 
it well. 


The ſeveral Stages for car- 


rying your Men home, in 
order to loſe no Point. 


* ' * i : WW 
The FirTa EDiT10ON. 


| 
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| 


How to find out who is 
forwardeſt to win a Hit. 
Caſes ſtated for Back-Games, 

with Directions how to 
play for one. 
Caſes ſtated,” how to know 
when you may have- the 
better of ſaving a Gam- 
mon by running. | 
Variety of Caſes of Curioſity 
and Inſtruction. 
The Laws of the Game. 


. * 


By EDTMOND HO Y ILE, Gent. 
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A SHORT 


” R E A T I 8 E. 


On the GAME of . 


BACK- GAMMON. 


CHAP. L 


| RECAUSE it is neceſſary for a Learner 

to know how many Points he ought to 
throw upon the two Dice, one Throw with 
another, we ſhall take the W Method 
to demonſtrate it. | 


\ „ 


7 ExAMPLE. \ 


» 


I would know how many D there are 


upon two Dice? _ 
The Anſwer is, thirty-ſix, 
I would alſo know how man Points there 
are upon the thirty-fix Chances? 


. 
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The Anſwer ta which take ax follows > 
Piz. Points. 
; 2 Aces — 4 
2 Deuces — — 8 > > 
A... A rois — — 1 
2 ours — — 
2 Fives * — 
2 Sires ——— — 4 
6 and 4 twice —— —— 20 
6 and 3 twice —— — 18 
6s and 2 twice— — 16 
3 6 and 1 twice —— — 14 
5 and 4 twice —— — 18 
5 and 3 twice —— — 16 
2 and 2 twice —— — 14 
J and 3 twice — — 14 
A4 and. twice— — 12 
4 4 and 1 twice —— — 10 
3 and 2 twice rr 10 
3 and 1 twice —— — 8 
2 and 1 twice —— — 6 
1 . | — Points. 
: nb 36 E 5 


"a divided f 36, folves the lion; by 
which it appears, that one che Que another 


| you wy expect to throw 8 upon 2 Dice. 


I. would 


es a oa 
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I would know how many Chances there are 


upon 2 Dice? 


The Anſwer is 36, which are as follows:. 


2 Sixes — 
2 Fives — 
2 Fours — 
2 Trois — 
2 Deuces — 
* 2 Aces 0 
8 and 5 twice 


6 and 4 twice. 


6 and 3. twice 


6. and 2 twice 


and 1 twice 


nd i twice 
nd 3 twice 
and 2 twice 


and 
and 1 twice 
d 1 * 


O GG Ge 
© 


'S ® 
x 


Becauſe a Reach may be at a Lots to fad x 
out by this Table of 36 Chances; what are the 
Odds of being hit, upon a certain, or flat Di 


the following Method. 
Q3 


- 


and 1 twice. | 
2 twice 


: : 8 
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To know the Odds of being hit upon an 


Ace? _ 
Look in the Table, where you will find: 
ns" Oe. | 
; * 6 and-1 twiſe — — 2 
5 and 1 twice ——— — 2 
* 4 and 1 twice ——— —— 2 
*'3 and 1 twice. —— —t 2 
2 and i twice, ——— — 2 
£ . Tau en 
Which deduGted from. 36 


1 The Remainder is 2 3 


* 


By this Method it appears, that it is 25 to 


flat Die. 


11 againſt hitting an Ace, upon a certain or 


OW 
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ws A Sort TIA TI15 on the 


To explain further to a Learner how to 


make uſe, of the Table of 36 Chances, when 


at a Loſs to find the Odds of being hit upon 


is he 


cettain, or flat Die, this fecond Example 
re added, to ſhow how to find by that Ta- 


ble the Odds of being hit upon a 6. 


2 Trois - — — 1 
2 Deuces — — — 1 
6 and 5 twice ——— —— 2 
6 and 4 twice —— —— 2 
6 and 3 twice —— 2 
6 and 2 twice ——— — 2 
6 and 1 twice ——— —— 2 
5 and I twice ——— — 2 
4 and 2 twice —— "$741 
. W 
Which deducted from 36 

The Remainder is 19 


By the foregoing Example it is evident, that 


© it is 19 to 17, againſt being hit upon a 6. 


The Odds of 2 Love is about 5 to 2, 


and of 2 to 1 


and of 1 Love 


7 


9 
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CHAP. u. 
I you play three up at Back-Gammon, your 
principal View, in the firſt place, is either 
to ſecure your own, or your Adverſary's Cinque 
Point; when that is effected, you may play 
a puſhing Game, and endeavour to gammon 


our Adverſary. 
A | II. 


The next beſt Point (after you have gained | 
our Cingue Point) is to make your Barr 
Point, thereby preventing your Adverſary's 
running with 2 Sixes. N 
III. 


After you have proceeded thus far, you are, 
in the next place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Quatre Point out of them. þ 
_ Having gained theſe Points, you have a fair 

Chance to gammon your Adverſary, if he is 
very forward: For, ſuppoſe his Tables are 
broke at home, it will be then your intereſt to 
open your Barr Point, and to oblige him to 
come out of your Tables with a 6; and hav- 
ing your Men ſpread, you not only may catch 
that Man which your Adverſary brings out of 
your Tables, but you will alſo have * 

. N e bility 


gd 


Io 1 ö TAEATI S1 on the 
bility of taking up the Man left in your Ta- 


- bles, (upon Suppoſition that he had two Men 
there.) And fuppoſe he ſhould have a Blot 


at home, it will then be your Intereſt not to 
make up your Tables; becauſe, if he ſhould 


enter upon a Blot, which you are to make for 
the Purpoſe, you will have a Probability of 
getting a third Man; which if accompliſhed, 
will give you, at leaſt, 4 to 1 of the. Gam» 
mon; whereas, if you have only 2 of his 
Men up; the Odds is in his Favour that you 
do not gammen him. | TEST 
e eee 


If you play for a Hit only, 1 or 2 Men taken 


up of your Adverſary's makes it ſurer than 


a greater Number, provided that your Tables 


re made up. 
Di1nEcTIONS how to carry your Men home, 


When you carry your Men home, in order | 
to loſe no Point, you are to carry the moſt 


diſtant. Man to gout Adverſary's Barr Point, 
that being the firſt Stage you are to place it on; 
the next Stage is 6 Points further, viz. in the 


Place where your Adverſary's 5 Men are firſt 


placed out of his Tables; the next Stage is 
upon the ſix Points in your Tables. This me- 
thod is to be purſued till all your Men are 
brought home, except two, when, by loſing a 
Point, you may often ſave your Gammop, by 

| | putting 


4A . 


rn 


x 
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putting it in the power of 2 Fives, or 2 Fours 


to ſave it. | . "2 1K LUST OT LEES” 
Tf you play to win a Hit only, you are to 
endeavour to gain either your own or your 
Adverſary's Ciague Point; and if that fails, by 
Jour being hit by your Adverſary, and yon find 
that he is forwarder than you, in that Caſe 
you muſt throw more Men into his Tables. 
The Manner of doing it 15 thus: Put a Man 
upon your Cingue or Barr Point, and if your 
Advectary ace to hit it, you may — 
pain a forward Game inſtead of 7 back Game; 
but if he hits you, you muſt play for a back 
Game, and then the greater Number of Men 
which are taken up, makes your Game the 
better, becauſe you will, by that Means, pre- 
ſerve your Game at home; and you muſt then 
always endeavour to gain both your Adver- 
fary's Ace and Trois Points, or his Ace and 
Deuce Points, and take Care to keep 3 Men 
upon his Ace Point, that if you chance to hit 
pom from thence, that Point \may remain {till 
ee 
At the . e of a Set do not play for a 
back Game, becauſe -by ſo doing you would 
play to a great Diſadvantage, running the Riſk 
_ of a Gammon to win a-lingle Hit. 


; 3 9 , 
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3 Tre. . to be played on your Cinque 


: or for a Hit. 


CHAP. II. 


| Daker, or playing at ſetting wut the 46 


—— of the Dice, wwhen you are to o play for 
a e or for a ſingle Be © 


? I. 


Point, and Barr Point, for a Gammon, 


* 
"Two Sine, to be played on 1 your Adver- 
fary's Barr Point, and on your own Barr Point, 


| for, a Gammon, or for a Hit. 


* Two Trois, two to be 3 on your 
Cinque Point, and the other two on your 


Trois Point in your own Tables, for a Gam- 
| ren ä b 


| IV. 
+ Two Dences, to be played on your Quatre | 


Pont in your own Tables, and two to be 


brought over from the five Men placed in your 
ale og 5 Tables, for a Gammon only. 
1 K ee 20 
+ Two Fours, to be brought over from. the 
five Men 'placed in your Adverſary's Tables, 


and to be put upon the Cinque Point in Jour 
own Tables, for a Gammon only. 


VI. 


A. . 
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r 
Two Fives to be brought over from the 
fire Men placed in * Adverſary's Tables, 
and to be put on the Trois Point in your own 


Tables, for a Gammon, or for a Hit. 


/ 8 vn. ? EE ATE TR 4 

Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit, 2 
Site Deuce, a Man to be brought from the 
five Men placed in your Adverfary's Tables, 
and to be placed on the Cinque Point in your 
own Tables, for a Gammon, or for a Hit. 

Six and Three, a Man to be brought from 
your Adverſary's. Ace Point, as far as he will 
goy for a Gammon, or fora Hit. 


1 


5 f IX. £ N | | 2 
Six and Four, x Man to be brought from 
your Adverſary's Ace Point, as fat as he will 
go, for a Gammon, or for a Hit. 


XI. | 
Six and Five, a Man to be carried from your 
Adverſary's Ace Point, as far as he can go, for 


. a Gammon or for a Hit. . 3 
y R 2. XI. 


— 


* 


anne "SET, "wy GY, * + dls ©. 4 - 
184 © "Ru TuaxtiT1st onthe 


* 


3 uatre, 2 Man to de carried 
tom your ary's Ace Point, as ar as be 
n Wy * Gammon, or for A 1 | 

Xin. 


Cinque-Trols, to make che Trois Point in, 
* Table, for a Gammon, . FF Nt 


k | XIV. F 
Cinque-Deuce, to play two Men from the. 
laced. !inj'your - Adverſary's Tables, ſot a. 
Gammon, or for «Hit N 5 yory NM vw 
ene 363,80 157 NV. ee 
. thing be, to bring one Man from the 
5 placed in your Adverſary's Tables for the 
ue, and to play one Man down on the 
Linque Point in you nnn the Ace, 
enn Wir t e an? 


W OP 1 ; 1 | 
-» Quatre<Prois;/ two Men to be brought from 
- the 5 placed in your re Dr ys 
SON, or for a Hit. 


— 


» 


FO Rn 
n to make PR G. Poine 
in gau dun Tables, * a rer or * 


b "Yi | 


* 


W 
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+ Quatre-Ace, to play a Man from the 
| | placed in your Adverſary's Table for the 
uatre, and for the Ace, to play a Man down 
upon the Cinque Point in your own Tables, for 
a Gammon only. 1 
Trois-Deuee, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for 
a Gammon only. 122 fy 


Trois-Ace, to make the Cinque Point in 
= own Tables, for a Gammon, or for a 
f - w A XXI. yy ; 
Deuce-Ace, to play one Man from the 
& Men placed in your Adverſary's Tables for 
the Deuce; and for the Ace, to play a Man 

down upon the Cinque Point in your own 
Tables, for a Gammon only. e 
— oy ts play the Chances that 

are marked thus () when you are only to play 

„ 2 5 


# 1 Trois, two of them are to be 
So played on your Cinque Point in your 
own Tables, and with the other two you are 
to take the Quatre Point in your Adyeſary's 

iz | 


Tables. , 


n ae rana tes en 4 f 


| . bs 7 3 ' 

A Pes Deuces 8 them are to be 
ec on your Quatre Point in- your own 
Tables, and wih the other two you ate to take 
the Trois Peine in your Adverſary's Tables. 
The two foregoing Caſes are to be played 
— this Manner, for this- Reaſon, via. That 

you avoid being ſhut up in your Ad- 
— ot; Tables, and have the Chance of 
2 high Doublete to win the Hit. 


m. 


„ Two Pons, * of them are to take 
your Adverſary's Cinque Point in his Tables; 
and for the other two, two men are to be 
brought t from the five placed in your Adver- 


fa dies- JE 
9 * 


1. .. 1 play the Cinque from. 
| 25 five Men placed in your Adverfary's Ta- 
bles, and play the Ace from jour PEE 8 
Ace P oint. gf TY 


"| tha Quatre-Ave play the — from 5 
ive Men placed in your Adverſary's Tables, 
and play the Ace from the Men on * Ad- 
3 8 122 n, 


r o - Deuce-Ace, play the Deuce from -the 
Sire ee placed in your Adverſary's Tables, 


? 


and 


* 


— 
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and play the Ace from your Adverſary's Ace 
Point. 15 * . 
NM. B. The three laſt Chances are played. in- 
this Manner, for the following Reaſon: B 
laying. an Ace down in your Adverſary's Ta- 
bles, you have, a Probability of throwing 
Deuce Ace, Trois Deuce, ene Trois, or 
Size Cinque; in two or three throws; in ij 
of which Caſes you are t& take a'Point; which 
gives-you' vaſtly the better of the Hit. 
Tou may obſerve, by the Directivns given 
in this Chapter, that you ate to play 9 CHances 
out of the 36 in a Different Manner for a ſingle 
Hit, to what you-would do when playing for a 
nei 3 
In this, and the foregoing” Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a 
Gammon or a fingle Hit; but it is impoſſible 
to: give full. Inſtructions: for the whole Propreſs- 
of the Game; all that can be done towards 
helping: à Learner, is to communicate ſome 
Obſervations,, Hints, and Cautiamt, which, if: 
attended to, may be of Uſe: to him. p 


% 10%; e 


they are not hit; but 


— 4 4 
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| fu, Su IP 
Some OnstrvaTtIONS, HinTs, and Cau- 
TIONS, which are to be attended tv, 


N the Directions given to play for a Gam- 
29 mon, you. are voluntarily to make ſome 
Blots, the Odds being in your Favour, that 

ſhould it ſo happen, that 
any Blot is hit, as in this Caſe, you will have 
three Men in your Adverſary's Tables, you 
muſt then endeavour to ſecure your Adver- 


LY 
* 


* 


ſary's Cinque, Quatre, or Trois Point, to 


ee a Gammon, and muſt be very cautious 
ow you ſuffer your Adverſary to take up a 
fourth Man. 1 PS 75-10 | 


Take care not to crowd your Game at any 
Time, if poſſible. What is meant by crowd 
ing a Game, is the putting many Men either 
upon your 'Trois or Deuce Point injyour own 
Tables; which is, in Effect, loſing of thoſe 
Men, by not having them in Play. 8 
Beſides, by crowding your Game, to at- 
tempt to ſave a Gammon, you are often gam- 
moned ; becauſe, when your Adverſary finds 
your Game open, by being crowded in your 
own 'Tables, he may then play his Game as he 


. 


— 
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By Recourſe had, to the Calculations, you. 
may know what are the Odds of your” enter- 
ing a ſingle Man upon any certain number of 
Points, and by that Means, you may play your 
Game decem. 
N 1 4 „ ee 1 
If you are obliged to leave a Blot, by Re- 
courſe had to the Calculations for bitting it, 
you will find the Chances fot and againſt you'; 
and conſequently, you will be enabled io judge 
how to play. your Game to. theigreateſi. Ads. 
Tou will alſo find by the Calculations, the 
Odds for and againſt. you, upon being hit by 
double Dice, and conſequently you will have 
it in your Power to. chooſe ſuch a Method of 
Play as is moſt to your Advantage. = 
5 Re WAL, eee 
It is neceſſary to make a Run, in order to, 
Pin a Hit; and, if you would know to a Point 

which is. forwardeſt, your Adverſary or you, 
take the following Method: 
Begin with reckoning how many Points you 
muſt have to bring home to your Size Point 
in your own Tables, the Man that is at the 
greateſt diſtance from it, and do the like by: 
every other Man that is abroad; wo the- 

um 


* 
\ d.. p | 
RO 4 8 _ + * 82 1 * Wa lf 4 ; 4 2 * 225 5 
Ys A bert TRYAT IS n 


Numbers of thoſe abſeritees are ſummed up, 
add to them the following Numbers for thoſe G 
already in your on Tables, (ſuppoſing the 
Men that were abtoad as on your Size Point | 
bor bearing), namely, fix for every Man on the 

| Size Point, five for every Man on the Cinque 

| Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, 

= two for every Man on the Deuce Point, and 

| one for every Man on your Ace Point. - Do 

the like to your Adverſary's Game, and then 

= will know which of you is ene 


e the Hit, 
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OBsErxvaTIONs. and DirREcCTIONS for 4. 
\ | Learner that has made ſome Progreſs at 
Back-gammon; particularly, Dix RC TI ORG 
Jer BEAgING bis Mem n. 


I. 5 ; | 
Ir your Adverſary is greatly before you, 
never play a Man from your Quatre, Trois, 
or Deuce Points, in order to bear that Man 
from the Point where you put it, becabſe that 
nothing but high Doublets can give you any 
Chance for the Hit ; therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great advantage to you: Where- 
as, had your Size Point remained. loaded, you 
muſt, perhaps, be obliged to play at length 
thoſe Fives and Four... 


Whenever you have taken up two: of yout 
Adverſary's Men, and that you happen to have 
two, three, or more Points made in your own 

{ Tables, never fail ſpreading your Men, in 
order either to take a new Point in your Ta- 
bles, or to be ready to hit the Man your Ad- 


verſary may happen to enter. As ſoon as he 
12 enters 


- 


9a A AAA TAE en the 


enters one of his Men, you are to compare 
bis Game with yours; and if you find yout 
Game eczual tozhis, or better, nerer abel 
his Man up, if zou - gan, becauſe it is 25 t0 1 l 

againſt Wia vou which, Chance being 
ſo much in your Favour, you ought always to 
Tun that Riſk, when yo have already two of 
his Men up. N N 
Thbete is this Exception to this Rule, that 


if you play for a fingle Hit only, and that 


your playing that Throw dcherwile gives you 
A better Chance for the Hit, you ought not 
to take up that Man. al an a 


| . 74 
4 3 ae nne ow 4 : bk Nei 

Never be deterred from taking up any one 

Man of your : Adverſary's, by the Appreben- 
ſion of his hitting you with double Dice, be- 
caufe the faireſt Probability your Adverſary 
has of hitting you, is 5 to 1 againſt him. 

If you ſhould happen to have five Points in 
your Tables, and to have taken up one of 
your Adverſary's Men, and are obliged to 
leave a Blot out of your Tables, take Care, 
if it is in your Power, rather to leaye it upon 
Doublets, than any other Chance, becauſe 
Doublets are 35 to 1 againſt his hitting you, 
= any other Chance is but 17 to 1 againſt 

im. . | + 2308 
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gre e 
Two of your Adverſary's Men in your Ta- 
bles, are better for a Hit, than any greater 
Number, provided your Game is for wardeſt; 
becauſe his having three or more Men in your 


Tables, gives him more Chances to hit you, 
than if he had only two Men in them. 


If you are to leave a Blot upon your enter- 
ing of a Man in your Adverſary's Tables, or 
otherwiſe, and have it in your Choice to leave 
it upon what Point you pleaſe, always chooſe 
that which is the moſt difadvantageous to him. 
"To illuſtrate this by an Example; let us ſup- 
go it his Intereſt to hit you, or take you up as 
ſoon as you enter, in that Caſe you are to 
leave the Blot upon his loweſt Point, that ts 
to ſay, upon his Deuce Point, rather than 
upon his Trois Point, or upon his Trois Point 
preferably to bis Quatre Point, or upon his 
Quatre Point preferably to his Cinque Point; 
becauſe (as has been - mentioned —_— all 
the Men your Adverſary plays upon his 'Traz 
or his Deuce Nen d » 2 as loft, be 
ing in a great Meaſure out of Play, thoſe Men 
not having it in their Power to make his 
Cinque Point, and conſequently his Game 
will be crowded there and open elſewhere, 


whereby you will be able alſo much to annoy 
him. 3 ; a8 


— 
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| 8 „ VII. 4+ | — 
Jo prevent your Adverſary from bearing his 
Men to the greateſt Advantage, when you are 
running to fave your Gammon; as, for In- 
ſtance, ſuppoſe you ſhould have two Men 
upon his Ace Point, And ſeyeral other Men 
abroad, though you ſhould loſe one Point or 
two in putting your Men into your 'Tables, yet 
it is your intereſt to leave a Man upon your 
 Adyerſary's Ace Point; which will have this 
Conſequence, that it will prevent his bearin 
his Men to his greateſt Advantage, and will 
alſo give you the © 
which you may chance to hit. But if, upon a 
Calculation, you find that you have a Throw, 
or a Probability of ſaving your Gammon, ne- 
ver, wait. for a Blot, becauſe the Odds are 
greatly againſt hitting it. 


hance of his making a Blot, 
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 Cases, put by Wa Example, to ſhew how 
to ale The 0% Saving or Winning a 
.. Gammon. 5 Mae 
„ ie hn neee . LS 
QUPPOSE: our Tables are made up, and 
that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverſary 
has ſo many Men abroad as require three 
Throws to put them in his Tables 
- Duery. Whether you have the better of a. 
Gamman,'or net? oh EIT. 
- Anſwer. It is about an equal Wager that 
you gammon him. EEEES 3 
Becauſe, in all Probability, you will have 
bore two Men before you open your Tables, 
and when you bear the third Man, you will 
be obliged to open your Size or Cinque Point; 
in that Caſe, it is probable that your Adver- 
ſary: muſt take two 'Throws before he enters 
his Man in your Tables, and two Throws 
_ more before he puts that Man into his own 
Tables, and three Throws more to put into 
his own Tables the Men which be has abroad, 
which in all make ſeven Throws : And as you 
haye twelve' Men to bear, theſe probably will 
take ſeven Throws in bearing, becauſe you 
may twice be obliged to make an Ace, or a 
Deuce, before you can bear all your Men. 
| | 8 2 — N. B. 
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N. B. No Mention is made of Doublets of 
either Side, that Event being e to each | 
Party. | * 


1 foregoing Caſe being 400 nv to, 

ſhews it is in your Power to calculate very 
nearly the Odds of favigg or winning a Gam- 
mon upon molt occaſions. 


| | U. 

| Suppoſe I have three Men upon my * 

ſary's Ace Point, and five Points in my Ta- 
bles, and that my Adverſary bas all his Men 


in his Tables, three upon each of his five 
' higheſt Points: t 


Duery. Whether 4 Prout is for his 

nee me, or not 1 N 
„ E F Pointe. 

For his bearing 3 Men from his 6 Point, is 18 


from bis 5 Point, 15 
from his 4 Point, - 12 
from his 3 Point, 9 
from his 2 en - 2 


. Total — 50 


To 
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To bring my 3 Men from my Ad- - 
verfary's Ace Point to my Size 

Point in my Tables, being for 

each 18 Points, make in all — 54 


. The Remainder is 6 


And as, beſides the 6 Points in your Fa- 
vour, there is a further Conſideration to be 
added for you, which is, that your Adverſary 
may make one or two Blots in bearing, as is 
frequently the Caſe; you ſee by this Calcu- 
lation, that you have greatly the better of the 
Probability of ſaving your Gammon. 
N. B. This Caſe is ſuppoſed upon an Equa- 
lity of Throwing. |; 1655 


: 


Suppoſe I leave two Blots, either of which 
cannot be hit but by double Dice; to hit the 
one, that Caſt muſt be eight, and to hit the 
other, it muſt be nine; by which Means my 
2 has only one OS hit either of 

em. 1 | "EY, 


4 I 2 # 
7 : , \ 
- * bs 5 . "aw * 
# „ . & 3 " ' . o 
14 . x : 
a 8 * int 1 Du Feit. E 4 « 
5 - 


What are the Odds of his bitting either of 
o 3 


x. * 


— 


w# A fort TREATISE on the 


| : * | 
The Chances on two Dice are in all, — 
| — "6 had 2 twice, —— 
The Chances J5 and 3 twice, —— 
to hit 8 are J2 Deuces, — —— 
* 2 Fours, 9 


6 and 3 twice, — 2 
* x 3 g and 4 twice,, — 2 
02 Troia, — ov 1 


Total Chances for bining, — 11 


— 


| Remaining Chances for not hitting, "25 


ü 80 that it is 25 to 11 that be will not t lt 
either of ors. a 
IV. 


e giv anathich example ; z IF us LIE 
3 I leave two other Blots than the former, 
which cannot be hit but by double Dice, the 
one muſt be hit by eigbt, and the other op: 


teven. 
Ruery. 


F What are the Odds of * n e hit 
* either of. en Yes 05 ö | 


; _ Hſwers. 


. 
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* Anſwer... | | | 
The Chances on two Dice are in a. — 306 


6 and two twice, Sw i 

- The Chances g and 3 twice, _ 4 
to hit 8 are, two Fours, | —: — 1 
100 09 _—_ —— 1 

and 1 twice, K. 
err — — 
N ares CA and 3 twice, — 2 
Total Chances for hitting, * 12 
7 

Remain enen for not t hitting, _— 24 
Therefore it is. two to one that I am not 


hit. - 
The like Method is to be taken with three, 
four, or-five Blots upon double Dice; or with 
Blots made upon double and fingle Dice at: 
the fame Time; you are then only to find out 
(by the Table of 36 Chances) how many there 
are to hit any of thoſe Blots, and add all toge= 
ther in one Sum, which Tbfirza from the 
Number 36, which is the whole of the Chances. 
upon*two Dice: bon he relalves any 9 
| . ann 
The following Caſes. are to ſhew a Way of: 

calculating, which may be called a mecha- 
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nical Way of folving of Queſtions of the like 


Nature. 
I would know what are the Odds of throw- 
ing Feier dale to once? N 
* Anſwer, *- el 
 Itis 5 10 4 that ro is thrown once before 
is thrown e- nder 18 demonſtrated as 
ollows ; | 
- Suppoſe the Stake depending i is nine ne Bounds, 
-arſt Throw entitles me to have one third 
i Port of that Money, becauſe 7 has fix Chances 
| for it; and 10, bas but three Chances, and 
therefore 1 it Is two to one. 


| For the feſt Throw, — 
— taking 3h out of the 91. for L fot 
the firſt Throw, the Remainder is 
6 ., out of which a thitd Part is to 


K 4 1 7 , 
$3013 5,1 £367 ee. 
3 o © 


" — 


be taken for the ſecond Throw, 2 | oo 

i T 
„ 4.0.0 
The whole Stake i is * * 2 | 

* 8 "Caf 


1 would vine ub are the Odds: of am 
ing a Man upon- wy: certain Point in two. 
3 3 | 

SALEH 4. Anſwer,” AT 

Suppoſe 36 ſhillings is the whole-Stake de- 
pending, I would know what is my * | 

that: 


that Stake, having _ 18 An that I enter 
into two Throws? By the Calculations in the 
e of 36 Chances, it is found that I have 


1 Changes out of the 36 for entering the firſt 


Throw, for which therefore I am entitled to 
* out In 1 36 nee. 


; to > 4. d. 

The Stake i "VE pany 36 0 

: ker e firſt Throw, - — 11 0 

% bY 1 5 
A | Remains, — 25 © 


The TO being 25 Shillivgs, 

is to be divided into 36 equal Parts, 

of which I am entitled to eleven of 

thoſe Parts, which makes 7 8. 75 on 

for the ſecond Toru, — 7 7+ 
Adding this 10 the other 1 | Shillings, PZ 09 
makes my ver of the Stake to be, 18 74 


— — — 


Then my Adverlary's Share vill be 17 4 


— —  — 


Total of the Stake, 36 © 


— — — 


Tberefors it 16 very naly 15 to 14 in fa- 


your of entering a Man upon wy certain — 
in two Throws. N 


CHAP. 


— — ß — rU— ⁵ : 


ö 
ö 
| 
| 
| 
| 


| ; | ory f e | * 7 . 
| | £64 | * 
| tal C Bact. Ga 
Critical Caſe fer a Ba me.. 
\ 1 er L i 15 : ? 4 2 : | 3 # * £ | 


of the Back-game. 


. 5 n W T 
Se: A fert TREATIS R onthe 


. 
- 


& < s {% . 1 4 4 L . . 
- * 8 , : 1 * o 7 ? , . a © - 
« : N 89 4 4. 1 3 » l h 919 þ » 
_— 7 py ” : . BY , ef - o Ss - 
, o = * 4 5 0 » 
- „ , 
* If 2 
, : 


jt L 


; gs ef nen? 

LI us ſuppoſe A plays the Fore-game, and 
that all his men are placed in the uſual 

Manner. | nn a 


For 's Game let us ſuppoſe that 14 of his 
Men are placed upon his Adverſary's Ace Point, 


and 1 man upon his Adverſary's Deuce Point, 


und that B is to throw. | £ 
| " 4 Query. , 15 een 
Which Game is likelieſt to win the Hit? 


- Anſwer. © Ft (7 


As is the beſt by Gold to Silver; or 21 for, 
to 20 again; becauſe, if B miſſes an Ace to 


- take his Adverſary's Deuce Point, which is 25 


to 11 againſt him, A is; in that Cafe, to take 
up B's Men in his Tables, either ſingly, or to 
make Points; and if B ſecures either As Deuce 
or Trois Point, in that Caſe, A is to lay as 
many Men down as poflible, in order to be hit, 
that thereby he may get a Back- game. 
When you are pretty well verſed in the 
Game of Back-Gammon, by practiſing this 
Back- game, you will become a greater Profi- 
cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 


* 


% 
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II. Back Game. 
4288 ſe. 4 to have, five Men placed 
wie his Size] Point, five Men upon his Gee 


Point, and ſive Men upon his Deuce Point, 
all in his own Tables: 


And let us ſuppoſe B to have 3 Men placed | 


upon As Ace Point, three Men u * 's Trois 
upo oint,. and three Men upon 48 ue Point; 
let B alſo have three Men upon his. Size Point 
in his own Tables, and three Men placed ou 
of bis r in the uſual Manner. er 


N bas adn of the hi? 


: 10 7 1 x; 0; * 5 2 


e 

| 1 is an BER? Game; but. to o play. it eriti- 
cally, the Difficulty 7 upon 5 who is in the 
firſt Place to endeavour to gain bis Cinque and 


Quatre Points in his own Tables; and when 


that is effected, he is to play two Men from 
A's Cinque Point, in order to oblige his Ad- 


verſary to ne bang che Bid an Ace, which if 


B hits, he wil 


ave wad 
aide the Hit. 


irel r of 


Wi 


— 


Il. Back-Game. 


| Suppoſe A has three Men upon B's FI 


Point, and three Men upon B's Deuce Point, 
alſo. three Men upon bis Size Point in his own 
Tables, and three Men upon his uſual Point 

deut 
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out of his Tables, and three. Men where his 
| Ta Men are veal Hosen in bis Adverfary's 
Ables: LES Je 2M ice: 
And let ud ſuppoſe n bas tis Men placed 
in the fame Manner, both in his own and his 
Adverſary's Tables, with this Difference onl 
viz. inſtead of having three Men 8 
n let him have three N Foe 
"Trois Point: 1 10 3 8 151 
7 A. TL R 


Wbo has the veſt He 


9 15 Anfwer. * 
A, PLS che Ace and Trois Points are 


Points in your Advetſary s Tables; for this Rea- 
"on, becauſe when you are beating your Men, 
you have the Deuce Point in your own' Tables 
to play your Men upon, which often prevents 

Jour making a Blot, which muſt happen other- 

wiſe to your Adverſary; and take Care to lay 
down, Men to be hit as often as you can, in 
order to keep your Game backward, and for 
che ſame Reaſon avoid hitting any Blots tra 

Four Adverſary * 


E * IV. | 3 
„ Cofe of Curie 71 and Infiruftion, 
Let us ſuppoſe 4 bas his 15 Men upon B's 
Ace Point, Bis ſuppoſed to have his Barr Point, 


in his own Tables: 


— 


not fo wood for s Hit, as the Ace and Deuce 


alſo his Size, Cinque, Quatre, and Trois 1 | 
Query. 


for many Hours. 


un eee 1 | 


£ aſs; T4". Quory- 

How many "Throws is A kikety 4 to re to 

wn his x5 Men into bis own Tables, and to 

hear (high +:448 
Anſwer. 


e undertake to do it in ang an 
rows? 
It is Odds.in 4's Favour that he throws an | 
Ace in two Throws; it is Alſo Odds in 4 


 Fayour that he throws a Six in two Throws: 


when theſe Events happen, 4 has a Probabi 
lity of not wanting above two or three Throws 
td play till he bas got all his bs 
his own Tables: Therefore, by a er-Rule 
laid down to bring your Men home, and alſo 
for bearin 1 you may be able to 

d out t the Pr Probability 7 the "Namber of 

rows required. Note, B e aun, and 
does not * v. 


A Caſe of \Cuviafty and Infirution.. | 
Where A and ÞB ſhall play as faſt as Wa 
and yet 4 ſhall make Hit id, probably, 


Me will ſuppoſe B tokave back 13 Men, and 
Men 


that A bas taken up the two remaini i 
And det us ſuppoſe that A has his 15 Men 
in B's Tables, us. three Men upon his Size 
Point, thfee upon his Cinque Point, three 

n his Quatre Point, three upon his Trois 
oint, two upon bis Deuce Point, and one ; 
TR * Ace * 11 | 


- 


- 
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The Method which A is to take, is this! 
Let him bring his 15 Men home, by always 
ſecuring fix cloſe Points, till B has entered his 
two Men, and brought them upon any cer- 
tain Point; as ſoon as B has gained that Point, 
A muſt open an Ace, Deuce, or Trois, or all 
three; which effected, B hits one of them, 
and A, taking care to have two or three Men 
in- B's Tables, is ready to hit that Man; and 
alſo, he being aſſured of taking up the other 
Man, has it in his Power to prolong the Hit 
to almoſt any Length, provided he takes Care 
not to open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open the 
on, Deuce, or Trois Points for B to hit 


2 . — a / wiki 4 * | VL p 2+ 


5 I would know what are the Odds upon two 
Dice; for throwing 'two Sixes, two Fives, or 
wo Fours, in three Throws ? which, by me- 
_ chanical Calculation, may be found thus: 
«| Suppoſing: 36 Shillings to be the 
Stake —— the Thrower will be . 4. 
entitled to have for his firſt Throw, 3 © 
which deducted out of 36, remains 333 


Which divided again into 36 Parts, 


make ſo many Eleven Pences, out of 
which the Thrower is to have 3 for his 

" ſecond Throw. | = 2 9 
The Remainder, de Shillings and 3 
Pence is again to be divided into 365 
n Tow 2 Parts; 


. x *. 
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Parts; dividing the 30% fo, make ſo 
many Ten Pences, and the 3 Pence _ 
divided into ſo many Parts, make ſo 
many Thirds of Farthings, of which 
the Thrower is to have 3 Parts for his 
Share for his third Throw, «— 


Total for the Thrower, a 3 8 


Zo that it is 27 5. 82d. to 8 5. 34 d. againſt 
the Throwerp which reduced into the ſmalleſt 


Number, is very nearly as 10 to 3, that two 


Sixes, two Fives, or two Fours, are not thrawn 


in two Throws. 


VII. Back-Game: 


8¹ poſe 4 to have 2 Men upon his Size 
Poing in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon 


the Point where his 5 Men are uſually placed 
in his Adverſary's Tables, 5 Men upon his 


Adverſary's Age Point, and Three Men upon 
his Adverſary's Quatre Point : 
And let us ſuppoſe B to have 2 Men upon 


bis Size Point in his own Tables, 3 Men upon 
his uſual Point out of his Fables, 2 Men 
upon the Point where his 5 Men are uſually 
placed in his Adverſary's Tables, 5 Men upon 
his Adverſary's Ace Point, and 3 Men upon 


bis Adverſary's Trois Point: 


as 


2 . 
Who has the faireſt Chance to win the Hit ? 


1 — 


Ta &: 
2. 6x 


| 
: * 
* 


„„ A . TxEA THR on the | 
$o- 4 ] Anſwer. | * , 


A has; becauſe he is to play either an Ace, 
or a Deuce, from his Adverfary's Ace Point, 
in order to make both theſe Points as Occa- 
ſion offers; and having the Quatre Point in 
his Adverſary's Tables, he may more eaſily 
bring thoſe Men away, if he finds it neceſſary, 
and he will alſo have a reſting Place by the 
Conveniency of that Point, which at all Times 
in the Game will give him an Opportunity of 
running for the Hit, or ſtaying, if he thinks 
proper. Whereas B cannot fo teadily come 
from the Trois Point in his Adverſary's 
Fables. ; As {For tt 
K 5 CHAP IX. 
ET us ſuppoſe A and I place their Men 
Din the following Manner for a Hit. 
Suppoſe A to have three Men upon his Size 
Point in his own Tables, 3 Men upon the 
uſual Point out of his Tables, and g Men 
upon his Adverſary's Ace, Deuce, and Trois 
Points, 3 Men to be placed upon each Point; 
and ſuppoſe B's Men to be placed in his own, 
and in his  Adverſary's es, in the ſame 
Order and Manner. Wa, Wann 
* *The Reſult is, that the beſt Player ought to 
Win the Hit; and the Dice are to be thrown 
for, the Situation being perfectly equal in Ls 
and 's Game. a * : 
If A throws firſt, let him endeavour to gain 


his. Adrerſary's Cinque Point ; when that is 
„ | 5 hay 


— 


- 
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effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that 
'B hits them will be in 4s Favour, becauſe is 
puts him backward ; and let 4 take up none 
of B's Men for the ſame Reaſon. ta 
A is always to endeavour to take Care to 

ave three Men upon each of his Adverſary's 
Ace and Deuce points ; becauſe when B makes 
a Blot, theſe Points will remain ſecure, and 
by a Recouſe had to a former Caſe (Numb. V. 
in the former Chapter), when Ahas bore 5, 6, 
or more Men, yet 4 may ſecure 6 cloſe Points 
out of his 'Tables, in order to prevent B from 
zetting his Man home; and by Recourſe had 
© the Calculations, he may eaſily find out (in 
caſe he makes up his Tables) who has the 
better of the hit; and if he finds that B is 


forwardeſt, he is then to endeavour to lay ſuck» * , 


Blots to be taken up by his Adverſary, as may 
ive him” a Chance for taking up another 
n, in caſe B ſhould happen to have a Blot 
UT P _—_ 
_ Thoſe who play the foregoing Game well, 
may be ranked in the firſt Form. 
n m. ..\ 


4 and B play at Back- Gammon, A has bore: 
13 Men, and has 2 Men to bear upon his: 
Deuce Point, B bas 13 Men in his: own Ta- 
bles, with two Men to enter- Bis to throw, 
and to name the 'Throws both for himſelf and 
A but not to hit a Blot of either Side: 

* T3 erg 


av: 
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Query. | 
wu then 5 to name for doch Par- 
ties in r to ſave his Gammon ? 
Anſwer. | 
'B wa for himſelf 2 Aces, which caviar tid 
2 Men upon A Ace Point. B alſo calls 2. 
Aces for A, and conſequently A cannot either 
bear a Man, nor play one; then B calls fop 
2. Sixes for himſelf, and carries one Man home 
upon his Size Point in his own Tables, and 


the other he places upon his Adverfary's Barr 


Point: B alſo calls Size-Ace for 4, fo that | 


Has one Man left to bear, and then . calls for 

himſelf either 2 Sixes, 2 Fives, or 2 Fours, 

any of which bear a Man, in cafe he has Men 

in his own Tables von thoſe Points, and to- 
- ave His Gammon. f 


The Following Queſtion is to be Abenden 
to, as being critical and inſtructive. 

Suppoſe that both yours and your Adver- 
fary's Tables are made up: 

Alſo that you have- 1 Man to carry home, 
but that he has 2 Men on your Barr Poin 


to carry home, which ly in wait to catch 


your Man, and that if you paſs him, you are 
to win the Hit: Suppoſe alſo that you have it 
in your. Choice to run the Riff of being hit, 
by 75 or by oy both of which are Chances upon 
double Dice 


Query. 
Which of theſe Chances is it belt for you 
to venture ? ben | 
Anſwer, 


— 
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i - Anſwer. b Py 

That of 5, for the following Reaſons : Fir/t, 
becauſe that the Chances of being hit by 7, or 
by 8, are equal. | | 
_ © Serondly, If he does not hit 7, you will then 
have in your Favour. 23 Chances to 13, that 
by your next 'Fhrow you either hit him or paſs 
Tbiraly, In caſe your ſecond Throw: ſhould 
happen to be under 7, and that conſequently 
wu cannot hit him, yet you may play that 
| Caſt at home, and conſequentiy leave the Blot 
upon double Dice. e 

Whereas if, on the contrary you had made 
Choice of leaving the Blot upon 8, you would 
have made a bad Choice, for ithe Reaſons fol 


lowing: Ages | 
Firft, Beeauſe the Chances of being hit by 
J or by 8, are only. equal. P 
| Secondly, Becauſe if you ſhould eſenpe the- 
—_—_ eight, yet you would then have but 
17 Chances in your Favour, againſt 19; for 
either hitting him, or paſſing beyond him by 
your next Throw. BY bo OTE 
Thirdly, In caſe your ſecond Throw. ſhould 
_ happen. to be Size Ace, which is ſhort of him, 
you would then. be obliged to phy the Man. 
that is out of your Tables, not being able to 
: play the: Sin at home, and conſequently to 
ave a Blot to be hit by a ſingle (or flat) Die; 
which Event, upon Suppoſition that you play. 
for 18 Shillings a Game, would entitle him 
to 11 Shillings of the whole Stake N. 


ol 


— 


22 4 fbort TRERAT TSI, Gr. 


85 The LAWS of Back-GAMMON. 


II, T* you take a man from any Point, that 
Man muſt be played; the ſame muſt be 
done if two Men are taken from it. 

..2d,; You are not underſtood to have played 
any Man, till you have placed him upon a 
Point, and quitted him. 8 

3d, If you play with 14 Men only, there is 
no penalty attending it, becauſe by playing 
with a leſſer number than you are entitled to, 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 

Atb, If you bear any Number of Men, be- 
fore you entered a Man taken up, and which 
conſequently you was obliged to enter, ſuch. 
Men, ſo borne, muſt be entered again in 
your. Adverſary's Tables, as well as the Man 
taken up... ' | 1 r 
_- 5th, if you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, 
it is not in your or his Choice to alter it, un- 
leſs both parties agree to it. rr 


— 
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; End of the GauR of Back-Gamuon.. ; 
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Two New CASES at WHIS T. 

A and B are Partners againſt C and D, 12 
Trumps are played out, and 7 Cards only re- 
maining in each Hand, of which A has the laſt 
Trump, and alſo the Ace, King, and 4-ſmall 
Cards of a Suit. «bath 

Query. Whether 4 ſhould play the Ace, and 
King, of that Suit, or a ſmall one ? 
| "HO; A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that 
his Partner has a better Card in that Suit than 
the laſt Player; and in this Caſe; if 4 Cards of 
that Suit ſhould happen to be in either of the 
Adverſaries Hands, by this Method of Play, he 
will be able to make 5 Trieks in that Suit; 
which if he played off his Ace and King, he 
had made only two Tricks in that Suit. If 
neither of the Adverſaries have more than 3 
Cards in that Suit, he has an equal Wager to 
vin 6 Tricks in it. W. . 

S Second New Caſe. | 

Suppoſe A and B are Partners againſt C and 

D, and that 8 'Trumps are played out, and that 


A has four of thoſe Trumps remaining, C having 
the beſt Trump, and to lead. : 


| Query. 


| 75 N 4 274 7 >: | | 4 
1 Jen. Whether C Gught to play his Trump | 
or not? Fs. 55 


_ Anſwer. C ought not to play his Trump to 
take out one of As 'Trumps, becauſe, as he 

Leaves 3 Trumps in Fs Hands, in cafe 4 
Partner bas any great Suit to make, by C's 
keeping the Trump in his Hands, he can pre- 
861 him from making that Suit by trump- 
ang it, © Yao ay | 18 = 13 
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